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The Shay Arcade Group, Inc. 


http://shayarcadegroup.com 


Contact the Shay Arcade Group directly for reproduction backglass and 
playfield plastics reproductions. The Shay Arcade Group is the leading 
producer of reproduction backglasses with many more coming in 2008! 


JUST IN from the Shay Arcade Group 


Egg Head Pleasure Isle Humpty Dumpty 

Foto Finish Sunshine Lady Robin Hood 

Queen of Hearts Queen of Diamonds Peppy The Clown 
Barnacle Bill Sittin’ Pretty Mystic Marvel Spider-Man 
Jack 'n Jill Dragonette Cross Town Pinch Hitter 
Official Baseball Stage Coach United Star Slugger Universe 
'57 Dix Baseball Rocket Ship Lightning Ball Royal Flush 
Heavy Hitter Central Park Supreme Bolascore World Series 
Dale Gun Minstrel Man Rose Bowl Silver 
Scientific Batting Kings & Queens Roto Pool 4 Bagger 

Practice Classy Bowler King of Swat ...and more 
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Line Drive Jockey Club Sittin Pretty 

Shoot the Bear ...and more 


Most backglasses: $275 each Playfield plastics: $40 to $135 
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The Shay Arcade Group operates 
independently of Pinball Pal. 
Contact the Shay Arcade Group 
for all reproduction backglass 
and playfield plastics inquiries. 


PO Box 493 
West Dennis, MA 02670 


508-398-9185 


Tow made from a new material that's 


$139.95 per set 
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Pinball Machine Cabinets pinball machine stencils raises 
= the bar again: Stealth flipper button cabinet protectors Stealth cabinet leg protectors 

Computer-cut stencil sets for: * Now easier to apply * Instant-install with pre-cut flipper button hole * Nearly invisible when installed 
& WMS Ten Strike bowler + Gottlieb Black Hole No transfer tape required t Custom-install for an even more seamless look * Pre-cut high density foam 
* Bally Paragon * Bally Star Trek * Easier to remove * Choose clear to protect original artwork * Fits any pinball machine 
* Williams Black Knight Bally Playboy * Reusable * Choose black to cover existing wear 
* Bally Capt. Fantastic Bally Kiss * Repoisitionable Stealth playfield wear area protectors 
*x Bally Fathom * Williams Gorgar * Over four times thicker Stealth start button cabinet protectors * Thin, super-transparent pre-cut patches 
* Bally Eight Ball Deluxe »* Bally Wizard * Resists stretching ** Protects the area around the start button x Removable vinyl, not permanent like Mylar 
* Bally Eight Ball *t Bally Centaur * Super-accurate patterns * Crystal clear, removable vinyl * 29 pre-cut shapes and full sheets available 


Stealth Series Pinball Machine Protectors 
Protect your pinball machine from wear and tear with this unique line of products. 


See website for pricing, quantity discounts and combo packages 
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Replacement 8-Track Tapes for EM Arcade Game Audio 


Digitally restored and recorded on premium NOS 8-track cartridges 


Replacement drive belts nou available 
8-Track tapes are $25 each 


with these new self-adhesive replacements 
* Available in Green or Blue 
* 9 piece set has enough filters for any game 


Now just $9.95 per set 
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X Twin Pirate (gun) 
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* Sea Rescue 

* Bally Space Flight 


Replacement Score Windows for Gottlieb® 
System 1 & System 80 pinball machines 
Renew your worn backglass score window color filters 


* Allied F-114 
* Sega Moto Champ 
...more on the way 
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http://pinballpal.com For More Info 
About These Exclusive Products 


* Backbox fluorescent lamp warming filter 
* Cyclone mini playfield flags (set of 17) 
* Blue insert color correction filters for repro 
Centaur and Fathom playfields 


shipping method that you choose. 
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ee are DOSTA ena EN heck YoUr order System 80 pinball machines. GSound replaces the original unreliable and and System 80 games 
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: F E features. All sounds are stored on removable and re-writable Flash Memory 4 
Our on-line store will automatically calculate shipping a * Exact emulation of factory 
Forges Bascal oil the destinati addrese and the cards. Original factory-style sounds can be stored on the card as well as custom | sound effects (if desired) 
: sounds installed by the user. Games that originally came with primitive beeps — | Unlimited user-defined sounds 


and bloops can be upgraded to play any sound at all - speech, music, and more. |. Alt sounds stored on 


fX 128 Bit SSL For complete ordering information, and details of our GSound is the first in a series of replacement sound systems for pinball machines | | Compact Flash cards 
Security 30-day money-back guarantee, log onto: and other arcade games. For the latest information about GSound, log onto: * Change sounds in seconds 
http://pinballpal.com/ and click on "Order Info". http://pinballpal.com/gsound/. * No ROM programming needed 
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845-784-1863 * sales@pinballpal. 
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School is back in session. | don't 
know about you, but this is truly a 
time of joy for me. 


Ne over, and school is back in session. In keeping with that spirit, this months issue 
of GameRoom has an “educational” flair, as well as a certain celebratory vibe: I don't know 
about you, but this is truly a time of joy for me as the kids head back into the classroom and 
out of my hair! 


This months feature article is a both a look back and a look forward (as well as looks in 
tion), a contradiction that will make more s 
alled the SEGA R360. These a 


one of the "finds of a lifetime" for any coin-op enthusi 


practically every other dir ense when you realize 


it’s about a 360 motion simulator 


g games have got to be 
t, and consid 


ing that they originally 
sold for $90,000, finding one would truly be the work of a lifetime! Kevin Keinert has actu- 
ally written about his adventures with one of these games before (in the September 2001 issue 
of GameRoom), but has come back with an updated tale of his continuing adventures in find- 
ing and restoring R360s. It’s a dizzying story that will leave your head spinning (okay, okay... 
I'll stop with the rotation puns!) 


Once you've got your bearings again (sorry!), be sure and check our other articles, such as 


Alan Van Nevel's "Arcade Day" that he organized at his children's school, a sure way to be seen 
ear's Pin-A-Go-Go, a look at 


pinball simulators, and a great GameRoom of the Month by David Webb. Sharpen up your 


as the ultimate “cool dad.” We've also got a show report on this y 
number two pencils and take a seat, because class is in session! 


‘The Game is Never Over, 


Kevin Steele, Editor 


PS. David Ellis’ Wayback Machine column is 


taking a brief two-month hiatus while David 


Kevin Keinert Takes Us 
On One Heck of A Ride! 


moves his family (and his collection of coin- 
Vic Camp and His Double 


Confessiont op games) into a new house. Good luck with 


the move, David! 


‘Online: Auction A 
511,200 Fora Pinball 


What goes around, comes around: read the 
(continuing) story of Kevin Keinert's R360 
adventures on page 23! 


In addition to game rooms and coin-op confessions, I’m now also looking for contributions for The 
Mod Squad and GameRoom Puzzle Page. Got a pinball or video game mod, a fun challenge, coin-op 
triva tidbit, or a funny cartoon to contribute? I pay for submissions! Email your puzzle, cartoon, trivia, 
joke, mod (or game room photos and story, of course!) to info@gameroommagazine.com — you'll get 
a GameRoom T-shirt, and in the case of an article, cartoon, or puzzle, a check as well! 
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Costa Mesa, CA Cid 
Southern California Showcase 

Orange Co. Fairgrounds & Expo Ctr, Bldg #12 

88 Fair Drive, Costa Mesa, CA 92626 — Enter Gate 5 for FREE PARKING! 
Flowood, MS 

Major Real Estate Auction and FEC — 4+ Buildings, 

over 45,000 sf, Two 18 Hole Miniature Golf Courses, 

8-station Batting Cage, Gran Prix Track, Arcade and 

Restaurant Assets, Too Much to List! 


| ; Las Vegas, NV - 
AY eee | INTERNATIONAL EXPO 


COME SEE US AT OUR BOOTH WEDNESDAY, THURSDAY & FRIDAY! 
Las Vegas Convention Center, North Hall 
3150 Paradise Rd., Las Vegas, NV 89109 


Old Bridge, NJ 

Major Family Entertainment Center 

Fun Mania, 25,000 sf Multi-Million Dollar Facility, 

Amusement Games, Gran Prix, Mini Golf, Carnival Rides, Restaurant, etc.! 
2441 Route 18 South, Old Bridge, NJ 08857 


Milwaukee, WI area 

WI State Fair Park, Product Pavilion Bldg. 
8100 Greenfield Ave., West Allis, WI 53214 
Lake Havasu, AZ 
Wholesale Slots and Games! 
Huge Retailer of Coin-Op Slot Machines, Pinballs, ji 
Arcade Games, Juke Boxes and MORE! E 
Selling Absolute - NO MINIMUMS, NO RESERVES! 

Owner Retiring. Easy Registration for bidding on Slot Machines. 
2876 Sweetwater Avenue, Lake Havasu, AZ 86406 
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Were dea) New Auctions All the Time! 


| miu E Call (714) 535-7000  0rriciar 


For Late-Breaking, Up-to-the-Minute Auction Info go to SUPEFAUC! tions.c om 


ons.com for the Latest Information! 


Chicago, IL area — 
6pm AUCTION - 4 to 6pm PREVIEW 

In conjunction with Pinball Expo, a Huge Pinball Show Event! 
Westin Chicago North Shore, 601 N. Milwaukee Ave., Wheeling IL 60090 
Consigners drop-off Thursday 9am-6pm and Friday 10am-4pm 


Detroit, MI 
Michigan State Fairgrounds, Community Arts Building 
1120 W. State Fair Dr., Detroit, MI 48203 


Orlando, FL 
Central Florida Fairgrounds Exhibit Hall, Commercial Bldg. #5 
4603 W. Colonial Dr., Orlando FL 32808 


Orlando, FL - 
TAAPA ATTRACTIONS EXPO 


COME SEE US AT OUR BOOTH TUESDAY-FRIDAY! 
Orlando Convention Center 

St. Louis, MO area 

Belle-Claire Fairgrounds, 200 S. Belt East, Belleville, IL 62220 


Atlanta, GA 
See our website mid-October for NEW LOCATION! 


A dist 5 puctions 4 
Knoxville, TN Super izes in fun 
Chilhowee Park & Exposition Center, Jacob Building spec os Angeles 


3301 Magnolia Avenue, Knoxville, TN 37914 Z? qimes 
Dallas, TX Area 
Rodeo Center, Exhibit Hall A, 1818 Rodeo Dr., Mesquite, TX 75149 


Sacramento, CA 
Placer County Fair 
800 All America City Blvd., Roseville CA 95678 


or more oniy 9.9% com 


eBay Feedback 


Everybody seems to have an opinion on eBay 


these days; and for the most part it seems to 
be negative. Rising fees for sellers, feedback 
limitations, and ending or canceling auctions, 
are just a few of the complaints I hear every 
time I talk with other members. In fact, it 
wasn't until Tim Ferrante’s latest "Auction 
Watch" article where I actually think some- 


one was s 


icking up for eBay. Funny thing, 

I am one of the few fans of eBay that seem 

to understand their problems in ways most 
people don't realize. Now I am not going to 
say I think eBay is doing things correctly in 
all Cases; but I do see where they are coming 
from and want to share some of my thoughts. 

For starters, I have been a stockbroker for 
over 20 years and have followed eBay since 
they became a public company about 10 
years ago. I have bought and sold the stock 
for customers as well as myself, and still own 
a small amount as of this time. (Please note 
that Tam not recommending buying or sell- 
ing the stock; it is a disclaimer I must include 
asa stockbroker) I have also been an active 
member of eBay for 10 years, and use the site 
almost daily. 

Now let’s look at eBay from a business per- 
son's view. Unless you can name a company 
with a cure for cancer and AIDS, or a way to 
make cheap and clean energy; eBay has got 
to be the best business model on the planet. 
Think about it; they don't manufacture 
anything; they don’t warehouse anything, 
they don’t have to advertise (although they 
do a little), and they don’t ship anything. 
That is left to the seller. All they do is manage 
an auction site (not a simple task) and take a 
slice off the final value (among other fees) as 
soon the auction is over. Not a bad business. 
In fact, if you have a problem with a deal not 
going through, eBay actually makes it a little, 
but not overly, difficult for you to get your 
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final fees back. Name me any company that 
has a better model. Face it, you may hate to 
say this, but eBay is good. I know they are; I 
pay them every month for the auctions I run; 
and I don’t write a check, it comes on my 
credit card bill, just like it does for all of you. 
I don’t pay Yahoo, I don’t pay Google, and 

I only have used Amazon and Overstock a 
couple times at most. 

As a public company eBay is beholden to 
Wall Street. Analysts that follow eBay give 
buy or sell recommendations based on po- 
tential earnings and revenue growth. When 
times are good, everybody is happy; when 


“This company 
sometimes acts like a 
Dilbert cartoon. Why 
constantly change a 
model that is so great?” 


times are bad, there is a price to pay; and 
that has been the case for the last three years. 
Back in 2005, eBay hit close to $60 a share, 
today it trades closer to $25. 

Public companies look for growth to 
expand earnings; and that is done by growing 
your sales or making acquisitions. Since the 
auction market for collectibles has reached 
a saturation point over the last few years, 
eBay has focused on acquisitions. eBay made 
a gres 


acquisition a number of years ago, 
when they purchased Paypal. This instant 
payment service is now the backbone of eBay 
and is responsible for most of its growth. I 
know most of you use it, as I do. And it really 
is great, but the fees do add up. Try selling a 
slot machine that runs for $1000. Amongst 


Questions? 


Comments? Rants? 


Raves? 
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info@gameroommagazine.com 


the eBay listing, final value, and Paypal fees. 


it can cost a seller about $70 — $80. This does 
take a chunk out of the sale price, but it is 
still better than going to a traditional auction 
house with a limited buyer base (unless they 
also list on eBay, which is a popular). 

As much as Paypal was a great move, they 
also purchased the phone service called 
Skype a couple years back. This several bil- 
lion dollar blow up cost eBay plenty; but that 
was the gamble management took; remem- 
ber that they need to show growth. Now 
some of you may not be pure Capitalists and 
ask why should they try to grow so much? 
The answer i 


simple, if you snooze, you lose. 
Many times over the last decade eBay had 

to thwart other auction sites like Yahoo, or 
attempts from Google to gain on their turf; 
it is a dog eat dog world. And in this business 
world, if you have a great product, others 
will copy it. Look at every great innovation, 
from the automobile, to the VCR, to the 
home computer; they all get copied by the 
competition. 

Should we now feel sorry for eBay? Not 
one bit. The founders made hundreds of 
millions and possibly billions of dollars when 
the company went public. Their top corpo- 
rate personnel get paid millions of dollars in 
salary and stock options annually; just like 
all major companies. Even when the stock is 
down, these people still earn a living most of 
us would only dream about. But when you 
have a good idea, you make money in this 
world. 

While making all of this money, one 
would expect eBay not to frustrate it sellers; 
but they do. Is it right? No. Is it necessary? 
The answer to that is, maybe. That may be 
a cop out, but look at what happens when 
your credit card gets stolen and the number 
is used by someone else. The credit card com- 


pany immediately puts your charge in dis- 


pute, and the merchant who pays the credit 
card company, now has to also eat the charge, 
or prove it was you who used their service. 
How many restaurants or retail stores do you 
think have had to eat merchandise losses due 
to fraudulent customers? It is in the millions 
and costs in the billions of dollars annually. 
Would you use a credit card if you have to 
run the risk of paying for the products if it 
was stolen? Not a chance. eBay and Paypal 
are only doing what the credit card compa- 
nies have been doing for decades. I know it 
seems unfair when a guy like me, with over 
800 feedbacks, gets a charge back from a 
low life with 5 feedbacks; but this is what 
happens in the rest of this customer-driven 
world. eBay must ensure a safe environment 
for its buyers, or it will have none. 

Now let's go in a different direction while 
I make everyone wince a bit; especially the 


critics. I have gone on countless times in 


the coin-op category and seen wonderful 
machines that are worth thousands of dollars 
listed. The ironic thing is that often a day or 
two later, the auction is ended because "the 
item is no longer for sale’, or here is a good 
one; "it is now broken". RIGHT, a classic 
piece of coin-op that survived for 100 years 
just broke the week someone listed it. Get 

a life. We all know what happened; it was 
sold privately; and eBay got ripped off to the 
tune of a legitimate several hundred dollar 
fee. Think about how many 10—50 dollar 
auctions they have to do to make up for a fee 
that should really be due to them since the 
seller obviously found a buyer through eBay. 
We all do it, and don't deny it. I do not like 
to end auctions early, but I have on a couple 
of occasions. What about when an item 
doesn't sell, and the seller makes a deal after 
the auction is over? I will reluctantly admit 
this occurred once when I listed a golf ball 
vendor worth thousands of dollars. After the 
auction was over with no bids, I did sell it 

to a buyer from eBay. And we all know that 
happens to everyone that sells on eBay at 
some point in time. 

Here's another good one; did you ever 
picture other machines behind the one your 
selling to maybe stir some interest? Once I 
pictured a machine on an auction, and in 
the corner of the photo was a tiny part of 
another machine; I never even noticed it. 
Sure enough, I had a potential buyer email 
me a question about the machine that was 
partially visible. I sold it and we all know 
eBay never got a dime. 

I come clean on this, and actually feel bad 
for the few times it happened. I rationalize 


it away like everyone else does; but there are 
those that really attempt to stick it to eBay 
every time. If everyone paid eBay their due, 
maybe they wouldn't raise fees? Or, maybe 
they still would out of greed; we will never 
know. As for whether it is right or wrong 
to attempt to stiff chem, we all know that 
answer. 
Like it or not eBay has changed the 
world. I have gone to antique shows and flea 


markets for decades and have found a huge 
change since eBay was invented. Nowadays 
dealers will say chat they can sell it on eBay 
instead of coming down in price when trying 
to get an "end of the day" bargain. Also, let's 
face it; most antique shows an 


flea markets 
are a fraction of the size or even non-existent 
because of the eBay phenomenon. Fur- 
thermore, not only have I done buying and 
selling with people from around the country, 
but also from around the world. The likes I 
would never have met otherwise. 

Now, does this mean that almighty eBay 
is always right? No, not even close. I would 
love to yell at management about many ri- 
diculous things they have done. The feedback 
fiasco, which really does infuriate sellers, is a 
joke. Ending auctions early by the eBay po- 
lice seem to occur too often, although I know 
they are just trying to cover their backsides 
(Remember, they even have gotten sued by 
companies like Tiffany, costing them mil- 
lions of dollars). The worst thing I find about 
eBay however is the crime of simplicity. 
This company sometimes acts like a Dilbert 
cartoon. Why constantly change a model 
that is so great? Don't add zillions of bells 
and whistles to things. Keep searches simple 
and cut the payroll or fire the six figure 
personnel that constantly ram changes down 
our throats. eBay must spend millions of 
dollars annually on trying to change formats, 
feedbacks, and anything else they can get 
their hands on. It is like they have an arsenal 
of people whose job function is to screw up 


the site. I know they have to stay competitive, 


but sometimes I think they do things just to 
rationalize some people’s salaries. Here is an 
idea: Keep it Simple Stupid. They will find 
that most people, myself included, like it that 
way. 

Like many people I am often frustrated 
with the way eBay seems to handle itself; 
but hopefully I have shown that there are 
other factors in this situation. It may seem 
that eBay is cold hearted to their sellers; 
but I sometimes think they have more of a 
communication problem than an animosity 
towards this group. 

Kenneth Schnoll 


Kevin, 


I couldn't disagree more with Tim’s assess- 
ment that what eBay is doing is a good thing. 
As an eBay stock holder, seller and buyer, 

I am so disappointed with the company's 
changes that I no longer have faith in the 
company and am looking elsewhere to invest 
my moncy. Tim makes some assumptions 
that many do, and that is that a Buyer is 
never in fault, and that a Seller should give 
the exact same customer service as your local 
retail box store. I've been an active eBay seller 
for almost 10 years, and have sold thousands 
of items on eBay, but that will dwindle. 


The customer is NOT always right! 


With the new changes, a Buyer that 
doesn’t pay for an item they win from me can 
still leave me a negative, I cannot. And while 
I can get the commissions back, I still have to 
pay the listing fees. To top it off, I’ve wasted 
my time. This has happened to me 3 times 
in the past few months, much more so than 
before the changes and why not? The Buyer 
has nothing to lose! 

If eBay was so concerned with the Sellers, 
they would refund the listing fees and block 
the Buyer from leaving a negative. They 
would give a Seller some” way to defend 
themselves instead of just having to take it. 
Liken it to a small Ma & Pa store where a 
customer writes a bad check, would it be fair 
to dictate that store not be able to complain 


about it? eBay is biting the hand that fed 
them and made them what they are today, 
Scott’s position last month is more on target, 
eBay is just wrong. 
Todd Svec 
bigdaddy-enterprises.com 


Jimmy's Pop Stop Feedback 
Wow, Jimmy, what a great article! 


I was especially thrilled when you men- 
tioned Knoebel's Amusement Park near 
Scranton. I vacationed with my daughter & 
family in Scranton in 2006 and we visited 
Knoebel’s. 

Melissa’s husband, Steve, is a route man 
for McClain Trucking and knew many of the 
towns in rural PA including Elysburg. 

Jimmy, what a great park with good rides 
and food, just like you said in your article. 


Thank you, my friend, for sharing. 
Jeffrey Lawton 


GameRoom |September, 2008 7 


d 


Pinball Parts Online Store - Thousands of Parts In Stock 
www.bayareaamusements.com 
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News 


Compiled by 
Mitch Gerson 


September? Really, already? Man, | was just 
starting to have fun this summer. 


I've managed to catch up on quite a few 
great console games, spent some time 
enjoying classic arcade games on my arcade 
machine and actually squeezed in time out- 
doors (my wife made me). 


Oh well, just like when we were kids, sum- 
mer always came to an end. At least we don't 
have to go back to school! 


INSERT COIN TO CONTINUE, Mitch 


The “Only” US Pinball 
Museum, as Featured on 
CNET.com 


Well, | have to disagree with the reporter's 
notion that the Lucky JuJu Pinball museum is 
the only one of it's kind in the US (Uh...hello? 
There's Tim's Pinball Hall of Fame in Vegas), | 
can't argue with this fun mini documentary 
on this arcade posted on their site. 


| personally haven't heard of them before, 
but it looks like a great place to visit if you 
have time the next time you're in California. 
There's some great video on line over at 
CNN.com as well. 


Here's an excerpt from the article-- 


"If you haven't played pinball in a while, it's 
time to find a local arcade that still has a sense 
of history, fish out some quarters, and get 
ready for seriously good times. A few days ago, 
I rediscovered the fun at the Lucky JuJu pinball 
museum and gallery in Alameda, Calif. 


The CNET News.com multimedia team paid 


a visit for a story and found ourselves in the 
middle of one of the largest and most diverse 
collections of machines around. An affable guy 
named Michael Schiess owns the machines, 
operates the space, and is a walking encyclo- 
pedia of the game, its history, and the mechan- 
ics involved in making the lights light up and 
the buzzers buzz.” 


See it in action right here: 
http://tinyurl.com/3fgbfx 
http://www.ujuju.com/index.php 


Things That Look 
Like Pac-Man 


Admit it, you've done it at least once or 
twice, “Hey, that looks just like Pac-Man!" 
That phrase was sure to have been uttered 
by yourself as you seem to find video game 
references all around you in you day-to-day 
life. Well, Kevin pointed out this fun little 
site that shows your more things that look 
like Pac-Man than I bet you ever even knew 
existed. From the website: 


65 things that look like Pac-Man 


“Pac-Man’s got to be right up there with Mario 
asone of the most recognizable video game 
characters of all time. And because his basic 
design is simple, you can see him everywhere. 
Whenever you take a slice of pizza or cut a 
segment from a cake, he's there. Then the noise 
starts to go in your head: waka waka waka 
waka waka... But it doesn't stop there. Turns 
out he’s everywhere. And once you start look- 
ing for him, you'll see him in the most unlikely 
locations." 


Check out the evidence right here: 
http://tinyurl.com/4zv52w 


Hey McFly, check this out! 


The professor said it wasn't even possible. 
1.21 Gigawatts?—sure, time traveller, maybe 
in the future, but now? Impossible. Well, | 
guess he was wrong as you can clearly see 
that the future has arrived via this officially 
endorsed Flux Capacitor. The gadget fea- 
tures flashing lights (no sounds) and is said 
to be exactly to scale and a perfect replica of 
the actual prop. 


Who of you out there hasn't pushed their car 
at least once to 88.88 mph just to see what 
would happen? 


To me, this seems like a fantastic and fun ad- 
dition to any game room or office short of a 

full-sized DeLorean in your garage (all right, 

that WOULD be way, WAY cooler). 


They're very limited to only 1000 units 
world-wide. Check out the specs courtesy of 
the thinkgeek.com website: 


“.. we're offering you this authentically repli- 
cated, fully functional unit straight from the 
brains of Dr. Emmett Brown... pop in 3 AAS 
and use the two knobs to adjust the lights. One 
adjusts the sequential lights behind the tem- 
poral firing pins and the other adjusts the flash 
unit in the middle where the spark of chrono- 
spacial displacement occurs. Details down to 
the warning messages from Doc Brown stuck 
to the front door will awe anyone who sees it. 
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So get one now, put it in your car, and see what 
happens." 


Features include: 


* Two different light controls 

* All metal case with two securing latches 

* Movie accurate details 

* Able to stand up on desktop or mount 
to wall or car (mounting hardware not 
included) 

* Each unit is hand numbered and comes 
with a Certificate of Authenticity 

* Dimensions: approx. 16.5" (to top of pipe) 
xX11.25*x5,5" 

* Uses 3 AA batteries (included) 

This isn't cheap, but then again, anything 

this great would have to have a premium 

cost - $249 plus shipping. 


Order yours here: 
http://tinyurl.com/5ba8ke 


Where's Billy Mitchell 
When I Need Him? 


Gi ber 


“een 


psy ey 
AMT 

From the innovative designers over at “Blik’, 
come these beautiful and humungous Don- 
key Kong stickers, ready to peel and stick 
onto your bachelor pad walls. Ok, let's face 
it—as cool as these are, if they're featured in 
your living room there's a very good chance 


that you're single. If not, these appear to bea 
must purchase your game room. 


CMS VS 
— Es eS 
PV VS 
a 
ZAA VS 
zs ah =) 


AA 


“Missioncontrol,” a faithful reader pointed 
these out to me and | wish | had more wall 
space. Other styles and games are available 
and coming soon. 


From the web advertisement: 


“Made with blik Re-Stik™, these movable and 
reusable decals are based on the same 8-bit 
graphics from the NES version of Donkey 
Kong. This is an official Nintendo licensed 
product.’ 


Prices start at $75, but I'm sorry to say that 
if you want a set up as cool as these photos, 
it's going to cost you way more than that. 


Check out the pricing and ordering informa- 
tion here: 


http://tinyurl.com/Snkqw2 
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USB Arcade Light Gun 
Interface by NanoTech 


Now this is really interesting! The idea of a 
plug-n-play gun for use in MAME has almost 
reached mystical proportions, as folks have 

been looking for a great solution at an 
affordable price. Some products exist and 
there are some really interesting hacks that 
allow you to use console guns on your PC, 
but none of them really are all that exciting. 


Don't get me wrong, some of these products 
work really well, but they are simply not 
authentic. There's something about a solid 
arcade gun (with that awesome steel secu- 
rity cable) that is simply more fun to use. 


Well, another problem may have been 
solved. The company that | mentioned a 
couple of issues (back that's working on a 
portable Virtual Pinball Machine for PC use) 
is introducing the OptiGun adapter very 
soon. It even supports force feedback! From 
the website: 


"The OptiGun adapter is a USB adapter that 
allows players to connect Arcade Light Guns to 
any USB based system. This universal adapter 
provides a complete solution to implement an 
arcade game including Gun Inputs, Force Feed- 
back Outputs, digital inputs and built in audio 
amplifier. The adapter an also be used with PC 
based emulators such as M.A.M.E. to connect 
arcade light guns on your home system. 


The design supports input from both standard 
PC VGA connectors and arcade low/med reso- 
lution molex connectors. The design supports 

all arcade video resolutions: 


* Low Res 320x200 15.75KHz 

* Med Res 512x384 24.5 KHz 

* Std Res 640x480 31 KHz 

* SVGA 800x600 35.1 KHz 

* XGA 1024x768 37.5 KHz 

* Supports off the shelf light guns. 


* Works with Happ & Betson / Imperial Guns 
& Rifles 


* No Modifications to guns or board required 


OK, so I said it was affordable, | guess that's 
relative since this is $199, but it will make 
your machine 10096 arcade authentic. Now 
how much is that worth? 


Order yours here: 
http://www.nanotechent.com/opti-gun.php 


Retr-IO Adapters, also 
from NanoTech. 


This also looks like an interesting gadget for 
the home MAME arcade builders out there. 
They are introducing a neat little JAMMA 
interface that will convert any real arcade 
board to USB. Why is this important? Well, if 
you want to use a jamma board with a PC, 
it's possible but not so easy. This is designed 
to be a plug-and-play solution. 


See the specifics here: 


"This universal adapter provides a complete 
solution to implement an arcade game using 
Joysticks, Trackballs, Spinners, buttons and 
features digital outputs and built in audio and 
video amplifiers. 


The board works with any PC based system 
including M.A.M.E and other emulation prod- 
ucts. 


It provides an all in one solution to hooking 
up traditional arcade controls to your PC, or 
any USB system. All digital inputs and outputs 
are interfaced via standard keyboard com- 
mands, and appear as mapped keys to your 
games. The default key mappings match those 
of many popular PC emulation products. The 
board supports four player standard configu- 
rations or two player 4-way joystick and 6 
button configurations. 


The onboard video amplifier allows video 
generated by PC video adapters to be ampli- 
fied to the proper voltage for display on arcade 
monitors* The onboard audio amplifier takes 
PC audio output and puts it onto the JAMMA 
stereo connectors. (*the board does not con- 
vert video resolutions or frequencies, that must 
be done in software.)" 


See it here: 
http://www.nanotechent.com/retr-io.php 


How Sweet It Is 


The perfect combination: delicious Hershey's 
chocolates mixed in with some classic home 
game room goodness. This September 19th 
through 21st , the Hershey Gameroom Expo 
will be held at the Lebanon Valley Expo Cen- 
ter and Fairgrounds in Lebanon, PA. This year 
the goal is to attract both retail buyers and 
collectors. Featuring vendors from all over 
the east coast you'll be able to enjoy and 
purchase a great line up of new and vintage 
game machines of all types in addition to 
classic soda and vending machines. 


From the press release: 


"Admission will be $10 adults, $5 kids under 12 
and free for kids 3 and under. Show hours are 
Fri 4-8pm, Sat 10am-8pm and Sun 10am-4pm. 
Food and drink will be offered. For more info 
please visit www.gameroomwarehouse.com." 


Just be sure those kids wipe that chocolate 
off of their hands before they handle the 
games! 


Tetris Ice Shape Trays 


You dim the lights, put on a record (Pac-Man 
Fever, of course) and go into your kitchen to 
prepare a cocktail as your date enjoys your 
Donkey Kong Blik stickers on your living 


room walls. Smoothly you shake her Martini, 
pour it out and ice it with these fantastic 
Tetris Ice Shapes. She'll swoon for sure. 


Any way, perhaps that's not how it goes, but 
you may as well dream. 


From the website: 


“Martin Zampach is a designer from the 

Czech Republic looking for collaborators and 
investors to help bring his cool silicone Tetrice - 
Tetris Ice Cube Tray to market. With a little food 
coloring in each mold, you could even make 
them look authentic. " 


Find out more: 
http://tinyurl.com/6qng49 


Space Invaders Lamp 


A few months ago we had Pac-Man Lamps, 
then Asteroids Lamps and now we have 
Space Invaders Lamps. Well, | can’t tell you 
what game will be honored next with it’s 
own lamp, but these look pretty sweet. From 
coolestgadgets.com comes this little article 
about these colorful and stackable lamps, 
officially know as "Space Intruderz" (| guess 
they're trying to avoid any costly lawsuits!). 


Start saving up your penny's though, as 
while they look super cool as a set, they are 
rumored to cost about $48 bucks apiece. 


From the article: 
“These cute little lamps will let everyone know 


without a shadow of doubt you're either living 
in the past or a hardcore gamer. We'll go with 


hardcore gamer, that just sounds better. You 
can't have a gaming lair without a bit of ap- 
preciation for the classic games too. The lamps 
were made by Yensen Paez and Chilean design 
shop called Unison Idea Studio." 


Check out the article and more photos here: 
http://tinyurl.com/4etjx2 


Arcade Finder 


Arcade Finder 


It used to be easy. When you were a kid, you 
wanted to play a video game so you went 
to your local pizza place, arcade or grocery 
store and boom, video games lined up for 
your pleasure. 


These days finding an arcade (or a video 
game machine) locally can be somewhat of 
a scavenger hunt as they are simply hard to 
find. Well your problems have been solved. 
David Hernley and Charles Gibbs have been 
frustrated enough times to have put their 
heads (and databases) together for the 
collective good of mankind and created the 
official—Arcade Finder! 


From their website: 


“Arcade Finder is intended to help any Arcade 
addict find the games they want to play. No 
matter if you are a classic arcade gamer or 
more modern, you should be able to find 

it here. The site will grow as it continues to 
evolve, and we look forward to helping you 
find the arcades near you!” 


Check it out right here: 
http://arcades.mythric.com/ 


A Robotic Foosball Player? 


I love video games because they don't 
require that you have someone with you 

to enjoy them. This is especially true if your 
spouse really hates videogames (honey, 

I'm just sayin’); but foosball and air hockey? 
You're out of luck if you want to play a rous- 
ing game of foosball or air hockey and you're 
home alone. 


Well, your dreams have come true. | am 
happy to report on not just one, but two(!) 
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robotic tables that have been invented. 


Now don't get too excited, one of these were 
simply school project and the other a tech 
demonstration, but hey, you never know if. 
either of these will someday become com- 
mercial products. 


Here are the two that | came across that | 
think you'll find interesting (Both are from 
Gizmodo): 


Robotic Foosball 


"The new mark to beat comes to us from a 
group of engineering students from The Uni- 
versity of Adelaide. As part of a final engineer- 
ing project, the students utilized a 96-pinhole 
camera and LED sensor grid, custom-written 
software and a precision actuation system to 
create a table capable of beating the pants off 
ofa human player. " 


Robot air hockey 


“So you think you're a pretty mean air hockey 
player, do you? Well, are you good enough to 
take on a robot programmed to do nothing 
but destroy you in air hockey? When you take 
into consideration that this robot won't get 
drunk and sloppy and won't trash talk, it starts 
to look better than you on a number of levels. It 
might be best to just stick to human oppo- 
nents, just for your dignity's sake." 


There's video of this one in action, it's star- 
tling just how good it is! 


http://tinyurl.com/6nnpr4 
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The Most Sophisticated 
Home Driving Simulator 
Ever? 


| don't have much info on this yet, but | came 
across this marvel over at Gizmodo.com. 
Apparently a company called Mirage3D is 
preparing this monster for high-end home 
sales. The specs are pretty crazy and that 
passenger seat is really puzzling, but man 
you have to agree it looks pretty cool! 


| personally have to wonder just how many 
of these would need to be sold to even 
break even (especially in this economy); but 
obviously this company has a dream that 
must be fulfilled to sell these to the public. 


From the on line article: 


“(This Rig) .....lovingly recreates the extreme 
driving experience with roll bars, uber-realistic, 
working gauges (controlled by an on-board 
PC), and Dolby 5.1 surround. Oh, and there's a 
seat belt.” 


Read more here: 
http://tinyurl.com/4gmclh 


LED Pong Table 


From Techfresh.net comes this interesting 
LED driven PONG table, and | can’t help but 
think of the old handheld Tomy game Blip 
(http://tinyurl.com/69q4l8 ). 


Featuring over 2,400 LEDs, this table is a 
fully interactive gaming machine capable 
of a rousing game of PONG with 2 players. 
Featured at the Metropolitan Museum of 


Modern Art in NYC as part of the Design and 
Elastic Mind Exhibit, it seems like a neat toy. 


It's not for sale, and was only designed for 
the exhibit but I still think it's pretty cool. 


Check out some photos and a bit more info 
over at techfresh.net right here: 


http://www.techfresh.net/page/41/ 


Not Your Grandma’s Slots 


| know a couple of issues back | shared with 
all of you the latest in Slot Machine Technol- 
ogy via the Top Gun combo video game/slot 
machine being released. Well, Cyberview 
Gaming has taken this to a whole new level, 
as they're determined to make slots look 
more like video games than ever before. 
They're even going to take pinball fans along 
for this futuristic ride of the gaming to come. 


What makes these different is that these are 
time based skill slot and pin with money 
payouts! The payout builds and when you 
blast something you may win that payout, 
or you may not. The basic randomizer is the 
heart of a standard video slot. So odds will 
be similar to those machines. 


From the Cyberview Gaming website, here 
are the first two machines in production: 


Slam It Pinball: BigScore 


“The casino version of Technetium Games’ “Big 
Score Pinball” combines an incredibly realistic 
simulated pinball experience with exciting, 
rapid-fire wagering opportunities. Every time 
the player's ball bounces off a bumper or rail 
in the game’s playfield, the player wins funds! 
Next generation casino players love its state 

of the art graphics and effects and high level 
of interactivity and Baby Boomers love its 
nostalgic theme.” 


See more here, including video: 
http://gamingecosystem.net/node/9 
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Auction will ru held at our new facility: 

4520 Harmon Avr. Las Vecas, NV 89103 
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Do Nor Miss Tuis FABULOUS Coin-Op Event FEATURING: jJ 
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8+ Upright Slot Machines 
90+ 3 Reel Slot Machines 
100+ Trade Stimulators 
50+ Pinball & Arcade Items 
30+ Gum Ball Machines 
15+ Cash Registers 
15+ Jukeboxes 
50+ Advertising & Trade Signs 
20 Coffee Grinders 
8+ Gas Pumps 
Billiards & Pool 
Toys Dolls & Much More! 


For More INFORMATION: 

Call or write to Victorian Casino Antiques 
5585 S. Valley View Blvd #1 Las Vegas, NV 89118 
Phone:702-382-2466 Fax: 702-382-6513 
vea@embarqmail.com 


WWW.VCAAUCTION.COM 


To order a full color catalogue, send a check for $10.00 
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Glaxium, The Ultimate War 


“It’s a simple OpenGL arcade game adapted to 
Cyberview Time Gaming on standard Cy- 
berview gaming machines." 


Basically this one is a fully realized video 
game with a potential payout component. 
See it here: http://gamingecosystem.net/ 
node/6 


There was an in-depth article on this new 
trend over at the Las Vegas Gazette you may 
wish to check out as well: 


http://www.casinogamingecosystem.com/ 
image/view/18/_original 


Getback.com 


This site (which may as well be named “get 
back to work.com") is a time sucker like you 
wouldn't believe. Are you stuck behind a 
desk all day, but have that occasional desire 
to play a classic game or two? Well, flash 
gaming sites using commercial games like 
Donkey Kong, Sonic, Mario, etc. have come 
and gone, but this one is different. Created 
and supported by digital media veterans 
from ILFM, MTV and more these are fully re- 
alized flash version of some of your favorite 
games (arcade/console) of all time. They load 
instantly and play fast. 


he site also features some excellent retro 
sections for the 60's, 70's, 80's etc and | can 
assure you that in addition to the games 
you'll find plenty to enjoy here. 


he site starts with 1968 (the year | was 
born), and goes up to 1990, but more years 
are being added constantly. It’s obvious they 
ave been influenced by the VH1 Series "I 
Love the 80's", but that's a good thing. 


From the press release: 


"Based in Los Angeles, California, GetBack Me- 
dia is a broadband entertainment community, 
and pop culture marketplace that provides 
social networking around premium media 
content. GetBack is geared around media from 
years past with a strong editorial treatment 

to guide users through a rich and deep media 
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archive experience. GetBack is a "feel good" 
environment of content, interactivity, com- 
munity, and commerce connected to happy 
memories." 


Try out a game or two right here: 
http://www.getback.com/Games/@1983 


Finally - A Home Holodeck 


Well, its not a cool as the Enterprise's, but 

it's a start. A Japanese researcher is experi- 
menting with a rudimentary virtual reality 
treadmill for working with folks that need 
physical \therapy. Definitely not yet ready for 
prime time, but this is a step (sorry for the 
pun) in the right direction. 


From the press release: 


"This dome shaped virtual reality walking 
system can accommodate a walking speed 

1 meter/sec. The system also offers a viewing 
angle of 270 degrees horizontally and a 60 
degrees vertically." 


Check it out here: http://tinyurl.com/Sho4xo 


Stern on NBC Nightly News 


No, not Howard Stern or Howard K. Stern, 
but Gary Stern, the man himself. Once again 


Gary was interviewed about the state of Pin- 
ball and some of the latest innovations over 
at the Stern Pinball factory. It's a great piece 

and you'll also find a follow-up piece where 

they interviewed Roger Sharpe (formerly of 

Williams) and his son. 


During the Stern interview they give you 
some tantalizing glimpses of the new Indy 
pin and the Shrek pin while providing some 
basic background on the history of pinball. 
Gary, as always, is highly quotable. | think the 
thing that | like most about watching Gary 

is that he always appears as if he’s holding 
back a great big smile. He really does seem 
to truly love pinball, and of course Gary, so 
do we. 


You should be able to get directly to the 
interview by the link below, if not, please just 
visit NBC.com and look for the Brian Williams 
web interviews for the Nightly News, then 
search for “pinball”. 


http://tinyurl.com/brgag 


Is it just me, or does Elvis 
look Snookered? 


Complete whl estune si" Azvesserius 
Vive Urelustve Luty tute “he Elvis livslos Veel Tuwi” 
838153173 1903088 200) 81013 90918) BOTHRORISES 106. 


Well, it isn't just me. Elvis HAS officially been 
Snookered by the British Lordsvale factory in 
this recently licensed and released Snooker 
Game Room table. 


It appears to be a regular table with Elvis 
artwork on the sides, but | guess if you're a 
big fan it would do you proud in your home 
or arcade. If you're not into Snooker, there 
will be a US standard Pool Table available as 
well for your purchasing pleasure. 


From the press release: 


"Elvis snooker tables in production: The Brit- 
ish Lordsvale factory, producers of all kinds 
of amusement games, has just obtained the 
rights from EPE to manufacture Elvis themed 
pool tables. There will be a snooker table, UK 
model and a pool table, USA model. " 


Pricing is not yet set, but it may be by the 
time this issue is in your mailbox: 


http://www.elvisinfonet.com/ 


Itek Systems' Ultimates 


Replacement Boards that go beyond the originals! 


CLIE ELEC 


d 


Ultimate Lamp Driver Board Ultimate MPU Board 


e Only pinball replacement board to use the latest surface mount technology and * Over voltage protection circuit. 
also have through-hole spacing for standard parts. So if you want to repair the +  Auto-resettable fuse protection. 
board yourself, youcan use old-style parts: *::On-board Self-Test button. 
+ All connectors labeled for easy troubleshooting. = All late model Bally® and Stern? pinball machine proms preprogrammed in a Single Chip. That's over90 
== Plug and play replacement that you expect from the Alltek systems products. Games on one chip, the most games of any replacement board on the market. Just select the game you 
Same mounting holes; want using a dipswitch. 
+ Longer connector pins that make fora betterconnection. ~ == Only replacement board to work With -17, 33,100,133; and 200 series games. 
+ Allimportant signals now have test points. = Only replacement board that includes Free Play software for all Bally machines. 
+ Lifetime warranty — see website for details -No need for batteries: 100 year Non-volatile Data Retention. 
+ Designed by Engineers who are pinball experts. * Lifetime warranty — see website for details 


s The best after-sales support and warranty in the business with over 40 years of experience. 
= An improved diagnostic program that enhances troubleshooting with our ULTIMATE TEST CARD. 
+ Over a dozen other enhancements easily make the Ultimate MPU Board the favorite industry choice. 


e . 
The Ultimate Lamp Driver Board Included Bally® Games Included Stern* 
$ 99 95 Baby Pac-Man* Medusa one 
EH Black Jack Mr. & Ms. Pac-Man Big Game 
. Black Pyramid Mystic 
The Ultimate MPU Board BMX Night Rider EM 
Centaur Nitro GroundShaker Counc Ta 
$1 99 95 Centaur || Paragon Dh 
= Cybernaut Playboy B 
ragonfist 
Dolly Parton Power Play 5 
° | id Eight Ball Rapid Fire Ru 
The Ultimate Solenoi Eight Ball Deluxe Rolling Stones 
Galaxy 
s Eight Ball Deluxe Ltd Silverball Mania Hot Hand E 
Driver Board Elektra Six Million Dollar Man ISRENOEEN à 
E Embryon Skateball tered s 
$ 1 49 95 3 Evel Knievel Space Invaders = H 
ectronamo E: 
* i Fathom Speakeasy 2&4 Player Lightnin a 
E Fathom (New) Spectrum 9 7 g I 
E Fireball || Spy Hunter ES 
E 5 ` Memory Lane 
E Fireball Classic Star Trek Meteor 
All boards can be purchased direct from Alltek Systems E Flash goron ac Spares Nine Ball 
Ri reedom uper Sonic 
www.allteksystems.com E Frontier Vector iur 
fi Future Spa Vector (New) seat 
Or send payment to: Gold Ball Viking Gak KANE? 
H Grand Slam* Voltan f 
Alltek Systems, 1300 Woody Ridge Ct, Chesapeake, VA 23322 Granny & ine Gators sa ao 
(Please add $9.95 for shipping. International orders must pay applicable postage via air) Harlem GlobeTrotters Xenon Star Gazer 
siba Non-Stern/Ball Stars 
Also available from our distributors: dii Games y Stingray 
eel " 5 
www.marcospec.com (803) 957-5500 Lost World m Mna me "e | 
www.pbresource.com (845) 473-7114 voan Black Sheep Squadron Wild Fyre | 


www.baya reaamusements.com (408) 416-3628 |. * not compatible with the Ultimate Solenoid and Lamp Driver Boards | 
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PINBALL EXPO 2008 - SCHEDULE OF EVENTS 


WEDNESDAY * OCTOBER 1 
12 Noon - 11:00 p.m. Game Area Set-Up 
6:00 p.m. - 10:00 p.m. 
Pinball Expo Registration in the Foyer 
8:00 p.m. - 11:00 p.m. Bumper Blast Welcoming Party 
Botanic Ballroom 


THURSDAY * OCTOBER 2 


( Seminars in the Botanic Ballroom 2) 


8:00 a.m. - MIDNIGHT 

Pinball Expo Registration In the Foyer 
9:00 a.m. - 5:00 p.m. 
Exhibitor Setup in the Ravinia Ballroom 
Buses Depart From Lobby For Tour of 
Stern Pinball, Inc. 
12:00 Noon BREAK FOR LUNCH 


1:00 p.m. - MIDNIGHT 


Flip Out 2008 - Pinball Tournament Begins 


9:00 a.m. 


1:15 p.m. “PINS & VIDS” 
Speaker: AI Warner 

2:00 p.m. “A Brief History of Gambling Pinballs" 
Speaker: John Osborne 

3:00 p.m. “Building Your Own Game" 
Speaker: Terry Cummings 

4:00 p.m. “Norm & Shaggy" 
Speaker: Clay Harrell 

6:00 p.m. ( EXHIBIT HALL OPENS 

Ravinia Ballroom 

6:00 p.m. Art Gallery Opens 

7:00 p.m. ExpoBrawl Pinball Tournament 

8:00 p.m. Thursday Fireside Chat (Botanic Ballroom) 
"Nucore - Today's Answer to Pinball 2000" 
Speakers: Chuck Hess and Don Weingarden 
The Big Guys Pinball Team 

10:00 p.m. Internet Get Together - The Elm Room 


Mediator: Dave Marston 
MIDNIGHT (EXHIBIT HALL CLOSES ) 
FRIDAY * OCTOBER 3 


(Seminars in the Botanic Ballroom) 


7:00 a.m. ExpoBrawl Pinball Tournament 


8:00 a.m. - MIDNIGHT 
Registration in the Foyer 


8:30 a.m. OPENING REMARKS 
8:45a.m. “Coffee Chat" with “Dr.” Scott 
Speakers: “Dr.” Scott Sheridan, 
Ron Coon, Jr. & Chris Lobdell 
9:15a.m. “Pimp Your Zizzle” 


Speaker: Mike Hanley 
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FRIDAY * OCTOBER 3 (Continued) 


9:45 a.m. “The Games That Were Never Produced" 
Speaker: John Trudeau 
10:30 a.m. "Pinball Motors - Trouble Shooting, 
Repair & Maintenance" 
Speaker: Mark Patzke 
11:00 a.m. “All About Easter Eggs" 
Speakers: John Pedrotti & Jeff Butler 
12 Noon BREAK FOR LUNCH 


1:00 p.m. - 2:00 a.m. (Saturday) 


(Flip Out 2008 Continues) 


1:15 p.m. “More Pinball In The Media" 
Speaker: Jim Shelberg 

2:00 p.m. "The Art of Star Trek & Star Wars" 
Speaker: Kevin O'Connor 

3:00 p.m. “Do It Yourself Pinball Update” 
Speaker: Jeff Mathews 

4:00 p.m. “We're Only In It For The Money” 


Speakers: Don Caldwell & Mark Bakula 


6:00 p.m. ( EXHIBIT HALL OPENS 


6:00 p.m.  Pinball/Video Auction by Super Auction 
(Held in the River Ballroom) 


SATURDAY ° OCTOBER 4 
( Seminars in the Lake Michigan Ballroom ) 


9:00 a.m. 


"Playfield Restoration Using Direct Ink." 
Speaker: John Greatwich 


10:00 a.m. "The History of Retro Pinball" 
Speakers: Herb Silvers & Gang 
11:15 a.m. “Reminiscing with Steve, Al & Wayne" 


Speakers: Steve Kordek, Alvin Gottlieb 
& Wayne Neyers (Subject to Availability) 


Pinball Author, Artist, & Designer 
AUTOGRAPH SESSION 


Lake Michigan Ballroom 


5:00 p.m. ( EXHIBIT HALL CLOSES 

Flip Out 2008 Preliminaries End 
7:00 p.m. Cocktail Hour 
7:15 p.m. “Make-A-Wish” Charity Auction 
8:00 p.m. Banquet - Lake Michigan Ballroom 


Guest Speaker: George Gomez 


11:00 p.m. (EXHIBIT HALL OPENS) 


(When banquet is over - approximate time) 
SUNDAY * OCTOBER 5 


9:00 a.m. Flip Out 2008 Finalist Players' Meeting 
9:30a.m. Flip Out 2008 Finals Begin 

3:30 p.m. Flip Out 2008 Trophy Presentations 
4:00 p.m. Pinball Expo 2008 Officially Closes 


Seminars Subject to Change 


SMOKING AND ALCOHOL ARE NOT PERMITTED IN THE 
EXHIBIT HALL OR DURING SEMINAR PRESENTATIONS 


24th Annual International Pinball Extravaganza 2008 
Wednesday October 1 to Sunday October 5 at Westin Chicago North Shore, 601 N. Milwaukee Ave, Wheeling IL. 
60090 
Please print this form, complete & mail to: Pinball Expo, 3869 Niles Rd, Warren OH 44484 


Print out and complete one form for each Attendee. 
In order to pre-register and have your badge ready for you at the Pinball Expo Registration Desk, 
this form must be mailed to arrive NO LATER THAN September 10 
If this form is received after this date, you must register on-site. 


Name: 

Address: 

city: State: 
Postal Code: zm COUNEE yi 
Email Address: 

Phone: 

Are you involved in the coin-op industry? 
How? 


How did you hear about the Pinball Expo? (Please Check) 
Press Magazine Friend Internet Other 


SHOW QUESTIONS: Contact Pinball Expo Chairman Rob Berk 1-800-323-FLIP or mailto: mu com 


ADVANCED ADMISSION PACKAGE (Without Banquet) $130 each 


All seminars, exhibit hall admission, Stern factory tour, 2 entries in Flip Out tournament. Banquet Not Included. (Advanced registration only.) 


ADVANCED ADMISSION PACKAGE (With Banquet) $145 each 


All seminars, exhibit hall admission, Stern factory tour, 2 entries in Flip Out tournament. (Advanced registration only.) 


POST REGISTRATION PACKAGE (Without Banquet) $140 each 


All seminars, exhibit hall admission, Stern factory tour, 2 entries in Flip Out. Banquet Not Included. (After October 10 or at door) 


POST REGISTRATION PACKAGE (With Banquet) $155 each 


All seminars, exhibit hall admission, Stern factory tour, 2 entries in Flip Out. Banquet included. (After October 10 or at door) 


ADDITIONAL FACTORY TOUR ONLY $50 each 

ADDITIONAL BANQUET TICKETS ONLY $65 each 

EXHIBIT HALL ADMISSION ONLY (5 DAY PASS) $60 each 

EXHIBIT HALL ADMISSION ONLY (1 DAY PASS) $15 each 
SEMINARS ONLY $50 

TOTAL ENCLOSED (U.S. dollars drawn on U.S. banks, payable to Pinball Expo.) 


ACCOMMODATION: A block of rooms has been set aside at the Westin Chicago North Shore at special discount rates for Expo Attendees. You can 
make your reservation directly with the hotel by calling 866-716-8104 between the hours of 8:30-5:30C.S.T.. Identify yourself as attending Pinball Expo. 
REGISTRATION: Early registration (before October 10) saves you money and is strongly encouraged. Your show admission badges plus additional 
EXPO information will be waiting for you when you check in. Registration at the door will cost $15 a day. 

FLIP-OUT TOURNAMENT: FLIP-OUT entries will consist of the best score on two qualifying games on one of the tournament machines provided at the 
show. Additional FLIP-DUT Tournament entries cost $5 each. More information about FLIP-OUT will be included in your registration package. 

AIRLINE: PINBALL EXPO: has arranged for a discount fare through United Airlines for all show attendees. For information about the discount call United 
Airlines at 800-521-4041. You must provide the special Pinball Expo account number United 676 MI 

SHIPPING ARRANGEMENTS: A trucking company will be on hand in the event any attendees wish to have freight delivered anywhere in the U.S.. All the 
arrangements are to be between the attendee and the trucking firm, as PINBALL EXPO assumes no responsibility for any trucking arrangements. 
CANCELLATIONS: In the event of cancellation, the registration fee will be refunded in full if written notice is received prior to October 10, 2007. After that 
date, no refunds will be made. For further information about PINBALL EXPO contact Expo Chairman Rob Berk at Expo Headquarters: 3869 Niles Rd, 
Warren OH 44484, phone 330-369-1192 or 1-800-323-FLIP, or Exhibits Chairman Mike Pacak at 330-549-2596. Our Fax Number is 330-369-6279 
REGISTRATION: Early registration saves you money and is strongly encouraged. Your show admission badge, plus additional Expo information, will be 
waiting for you when you arrive. NOTE—Registration will open on Wed October 1 from 6-10 PM at the Westin Chicago North Shore. Go to our website, 
www.pinballexpo.net, for additional information 


Mail this form with your check or money order to: 
PINBALL EXPO, 3869 Niles Rd, Warren OH 44484 
Home (www.pinballexpo.net 


WW W.fabfan:com 


Ine ? Compii Game Restoration DEK 


Love Arcade Gaming? 
Get Your Dream Machine at 
www.DreamArcades.com 


AEk out our new 
© Dreamcade line of 
pre-built machines! 
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Ox of the best experiences people 
in any aspect of the game room 
hobby can have is attending a show. 
Little did I realize how much work went 
into one, however, until I tried to create 
my own little ‘show’ a few years ago. 
Trying to create an arcade overnight in 
a school cafeteria for 500 kids can be a 
daunting task! 

My wife is a kindergarten teacher at 
a local elementary school, Richmond 
Elementary, in Ridgecrest, California. 
A few years ago, we were discussing how 
I could be more involved in the school 
where my wife teaches and that my chil- 
dren attend. I half-jokingly suggested 
that I do a lunch club once every month 
where I'd haul a pinball machine to 
school, to talk about physics, electric- 
ity, engineering, and best of all, share 
and play pinball with a small group of 


bad j 
1 E i “5 CAI 
kids. Next thing I know my wife, the 
projects teacher, and the principal 
have morphed my idea into putting 

an arcade into the school for a day as 
the reward for the monthly Superstars 
program. 

The Superstar program is a monthly 
reward program for children who meet 
academic and behavior goals for that 
month. Every month there is one day 
with a special assembly or activity for 
the students. Generally it is some sort 
of game or activity with the principal, 
like giant Tinkertoys with PVC pipe, or 
the crazy clothes suitcase relay. The end 
of the year Superstar activity is a swim- 
ming pool party at a local pool. It is 
just one tool for the school to motivate 
kids to be good students. 

Now, my wife had just volunteered 
me and my arcade collection to be 


wu = 


the activity for May! I must be nuts, 
because now I have just finished doing 
the Richmond Arcade Day for the third 
year in a row. Only 4 more years until 
the younger son moves on to middle 
School... 

Just like any other pinball or arcade 
show, I needed to be sure I had enough 
games to entertain approximately 50 
students at a time, one hour at a time. 
My personal collection is, in my opin- 
ion, just the right size; the game room 
is wall-to-wall games, with a few games 
and projects lurking in the garage. Of 
course the wife thinks the collection is 
a few games too large, and my children 
think it never has the right games. 

‘The first year I brought all of my 
games that I had working at the house, 
and I think the game count was 9 or 10. 
Even with this small number of games, 
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the first year wasa huge hit. This year the 
game list has grown, thanks to my friends 
who graciously donated time and games 
for the day. For pinballs, we had Getaway, 
300, Robocop, F-14, Capt. Fantastic, Police 
Force, Alien Poker, Wild Fyre, and Eros 1. 
For video games, the list included: Super Off 
Road (three player version), Tetris, Donkey 
Kong cocktail, Tron cocktail, Sega Outrun 
(the version that the whole cabinet moves 
in response to steering), Roadblasters, two 
MwAME setups, (one with two player 
joysticks and one with a trackball), and a 
48-in-1 cocktail The day also included an 
air hockey table and a foosball table. The 
X-Arcade control panel gets set up using a 
computer projector on a movie screen. Imag- 
ine playing Joust or Ms. Pac-Man on a screen 
that is 12 feet wide! 

While my friends and I have a good time 
getting things set up (and playing the games 
before and after), what makes the day very 


special is the reactions from the kids. Even 
the first year, when kids had to wait in line 
to play a game, the students would enjoy 
watching others play just as much as playing 
themselves. 
The children always provide some classic 
quotes to remember: “Where do we get the 
quarters? I didn't bring any.” ox “Quick, come 
see, it’s just like Chuck E Cheeses with NO 
QUARTERS! While pointing at a pinball 
machine, “What does that do?” One popular 
quote is “These are all yours?” generally said 
with awe and reverence. My favorite has to 
be “Aieeeeee!” when “Thing” came out to take 
the ball on an Addams Family pin. Someone 


always says “This is way better than my (Xbox, 


Playstation, etc)” which always gives me hope 
for the future of arcade games (although the 


48-in-1 cocktail alway 


emed to be playing 
virtual pinball, maybe not the best omen for 
the future.) 

The dynamics of the children is fascinat- 


ing to watch. The younger students always 
seem in awe and somewhat timid initially, I 
think due to a lack of exposure to real arcade 
games. The 4^ and 5" graders in contrast are 
frenetic, bouncing from game to game to 
determine what is the best and coolest game, 
friends 


which one that they can beat their 
on. Other students are just entertained and 
thrilled by the energy and activity of being in 
an arcade. 

In what might be the most heartwarming 
and simultaneously heartbreaking scenes are 
how some of the children in special educa- 
tion programs react. One student simply put 
his head on the playfield glass and got the 
biggest smile hearing the flipper flip. An- 
other severely autistic child simply wandered 
around the cafeteria in awe, with a huge smile 
and sense of excitement on his face. I never 
saw him actually play a game. 

With regard to the kids interest in the 
games, I observed three things that seemed 
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to be universal across all grade levels. First, 
the Outrun always had a line of at least 5 kids 
standing behind the cones and caution tape 
Iset up to ensure no student was hit by the 
moving cabinet. This was the first year Out- 
run came to Arcade Day, and was a huge hit 
for all. Second, the air hockey table always 
had a full complement of children surround- 
ing it, cheering and shouting. Despite my 
warnings, or perhaps due to my cautionary 
tale, I only saw three fingers smashed by the 
puck on the table edge. Finally, Tetris doesn’t 
get any love and respect from the under-12 
crowd. Occasionally, two students would 
play together, but probably because all the 
other games were busy. 

Preparations for the day begin long in 
advance. Last year the Parent-Teacher Asso- 
ciation rented me a 20 foot truck to move all 
the games at once, which provided this year's 
lesson; Rent the truck early! Ridgecrest, 


zed 


California, where I live, is a moderately 


town of approximately 25,000 people. To get 
the ONLY rental truck in town with a lift 
gate, the reservation was made in February. 
Fortunately, life ina small town has advan- 
tages. The manager of the rental company 
has her son going to Richmond School, so I 
got the lik gate, and they waived the rental 
deposits. 

The other preparation is 


imply making 
sure the games are prepared for a full day's 
use by kids, just like they were designed. 
Pinball machines get cleaned and tested, 
arcades get vacuumed out and dusted. Some 
games come out of storage. I start begging, 
nagging and harassing my friends to borrow 
games. One year I traded a pinball shop job 
to a friend for the use of his games. Year one 
of this adventure took close to 12 hours, 
since we delivered the games to school one 
by one or two by two in pickup trucks. With 
the lift gate rental truck, and lots of help 


from friends and staff, all twenty games were 
picked up, delivered and set up in less than 6 


ble without 


hrs. The day would not be po 
all the help I get from my friends. Four other 
people, Randy Langloss, Jason Redmond, 
Ellen Knehans and Larry Dennis loaned me 
games. Lots of help moving the games was 
and the 


provided by spouses of staff members 
school staff. 

‘The day itself seems to go by in a flash. 
So far I have managed to dodge a bullet, 
with only a few game failures during the day 
over the last three years. A blown fuse got 


repaired with some tinfoil to keep an EM 

up and running (I blew the fuse—shorted 

a switch accidentally). A loose diode led to 
some flaky behavior on the Addams Family 
upper flipper, and was fixed with a little bit of 
soldering. A Gottlieb Incredible Hulk didn't 
make it through the day, with an overheating 
left flipper. This year Robocop had a solenoid 
power wire come lose, killing al 


the sole- 


noids, another easy fix. Captain Fantastic had 
a flipper wire come loose early on, again an 
easy fix, but then died with only 20 minutes 
to go in the day, the plunger linkage on the 


drop targets broke. 


The final issue this year was the steering 
boards on the Off Road red player would 
fail. My friend Jason did some troubleshoot- 
ing, removed a filter cap and added a layer 
of solder to the edge connectors, and the 
game stayed up all afternoon and evening. 
The school electrical power has been robust 
enough to avoid any solid state pinball 
machines resetting due to dips in the 5 volt 


suppl 
resist smacking both flippers simultaneously 


. Good thing, because no child can 


and repeatedly. I have to admit that I am a 
pinball grinch, and I do ask the kids to try 
to flip to hit the ball. Most kids do try when 


reminded, and I try to relax a little. 
Over the last two years, teachers at school 


received a large number of comments about 
Arcade Day from wistful parents wishing to 
join their kids for a bit of nostalgia. This year, 
we kept the arcade open into the evening, 
making it a family event as a fund raiser for 
the Parent-Teacher Association. We would 
allow 30 families in at a time for an hour, for 
a donation of $5, and we did that for three 
one hour slots. After the hour was up, they 
went outside for a picnic lunch cooked by 
the teachers. 

Overall, we sold approximately 2/3 of the 
allocated tickets, and the proceeds of the 
event will fund end of the year classroom 
parties for each grade level. The most com- 
mon remarks I heard while mingling with 
the parents was "Ob Wow! I remember this 
game" or “Where do you find them all?” An- 
other great image from this year was Outrun 
as a family vehicle, with Mom holding an 
infant, and a Á year old steering, with Mom 
on the gas. 

In the end, the students, parents and teach- 
ers all have a great time, I get to share my 
joy and hobby, and best of all: I now have a 
bullet-proof excuse to acquire new games. 

" Honey, just think bow much the kids will love 
it at the Richmond Arcade Day..." 


RN He = 
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Lookingitorthe Perfect Game Room Art? 
How about cv Nice Cow vi 


by artist Melisse 


(Featured in the February 2007 issue of GameRoom Magazine) 


Have Melissa carve your own 
custom sign, or choose from 
dozens of unique designs! 


GameRoom Readers save 20% 


With CSE o = eode: 


See and buy Melissa's Carvings at the 
GameRoom booth at these upcoming shows! 


September 19th - 21st 
Hershey Gameroom Expo, Hershey, PA 
1-888-HiDiver 


October 10th - 11th 
White Rose Gameroom Show, York, PA 
www.theyorkshow.com 


November 15th - 16th 
Chicagoland Show, St. Charles, IL 
www.chicagolandshow.com 


Check out our site for more 
great game room carvings! 


(218) 206-2700 


cm 
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History of the game 

Before I chronicle the seven years of my 
R360 adventures, let me convey two impor- 
about the R360. The first item 


tant detail: 


sions that 


to discuss is the different game vers 
this machine plays. The R360 was originally 
introduced in 1991 with Segas G-LOC 

software. Th 


is is a single player air combat 
game where you battle against the computer. 
G-LOC was produced in a regular upright 
cabinet, in a sit-down cabinet that has lim- 
ited up-down and side-to-side motion, and 
in their "E/ Grazde Deluxe" R360 cabinet. 
All three cabinet styles contain the same one 
player game. When I rode the R360 in 1991, 
it costs $5.00 for a ninety second ride. This 
time is adjustable, up to three minutes. 

A few years later in 1994, Sega introduced 
another airplane battle game called Wing 
War. This software pits two airplanes against 
each other in a head-to-head battle. You fly 
against your opponent, in fierce competi- 


tion over a varie! 


y of landscapes. The normal 
cabinet style for Wing War is a dual side-by- 
side sit-down game. A single player can battle 
the computer, but the real fun is in flying 
against another person. At the start of each 
game, the players choose from eight differ- 


ent aircraft including jet fighters, WWII 


propeller airplanes and even two helicopters 


s also 


with hovering capabilities. The play 


decide whether they will engage in a *Dog 


Fight" or play an “Expert” game. In the Dog 
Fight mode, the maneuvering area is limited 


and the computer automatically switches the 


position of the two players back and forth 
between attaching and defending, so each 


player has an equal opportunity to shoot 


at the other. In Expert mode, the ple ying 


field is wide open and the challenge is to get 


behind your opponent and stay there while 
you spank them with missiles and machine 


gun fire. 


When Wing War was introduced, the 
o 


R360 was at the height of its popularity, 
so Sega made a few more R360 machines 
and sold them with Wing War software. 
These machines, unlike G-LOC, can be 


inked together to create twice the spinning 


spectacle. Crowds would gather wherever 
a pair of these giant gyroscopes was found. 


The question on every player's mind became: 


"who's gonna puke first, me or my buddy!” 
The answer depended largely on the flying 
skill of the players, because each time you hit 
your opponent, their cockpit would spin and 
tumble uncontrollably for a few seconds. As 
mentioned above, the player who was better 


at staying behind his opponent and getting 


in the most shots would emerge victorious, 
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while his opponent usually needed a Drama- 
mine after the battle was over. As for produc- 
tion numbers, I don't know how many R360s 
were made. I contacted Sega to ask about 
production numbers, but they are reluctant 
to divulge this information, even years later. 
One technician who worked for Sega back 

in the 90s told me that he believes around 


twenty or thirty R360 cabinets were brought 
into the USA. Of these, his guess is that only 
a few pairs were the Wing War version. With 
a price tag of $90,000 each, only a small 
number of establishments had pockets deep 
enough to buy two machines and link them 
together. The places that I know had a linked 
pair were Disneyland in Anaheim, California 
and the Luxor Hotel in Las Vegas, Nevada. 


GIRO MOWNG SYSTEM 


Hardware Overview 
"Ihe second item to discuss is the hardware 

configuration inside an R360. Both G-LOC 
and Wing War versions are e 


intially the 
same machine, but there are important dif- 
ferences. Let's start with the hardware that is 
common to both games. Each machine has 
an Attendant Tower which contains most 
of the PCBs that run the game. In the upper 
left corner of this tower is a ten inch moni- 
tor. This screen is used by the operator, to 


check all aspects of the machine, before and 


during game play. The display will prompt 
the attendant, and provide instructions when 


nec 


sary. A control console is located in the 
upper right corner of the tower. The opera- 


tor uses it to manually rotate the cockpit 


if needed, and to walk through diagnostic 
menus on the monitor. 

The cockpit rotates a full 360 degrees in 
all directions by using two d ifferent axis, one 
for pitching and one for rolling. Both game 
versions have a main CPU board that runs 
the actual game software. In addition to the 
main game board, a separate PCB called the 
after, called 


“Video and Drive Board,” (her 
V&D) is 


airplane’s movements seen on the monitor 


required to interpret all of the 


ical movements of 


and turn them into phy 
the R360 cockpit. Therefore, all signals in 
and out of the main game board are routed 
through the V&D board. The V&D board, 
then talks to the Servo Drive Movement 


System (SDMS), a fancy acronym that Sega 


proudly displays in big letters on the side 


of the cockpit. The SDMS consists of two 
1.Shp brushless DC servo motors and drive 
amplifiers. One motor is mounted in the 
base of the cabinet and is used to pitch the 
cockpit head over heals. The other motor is 
mounted on top of the cockpit and causes it 
to roll left and right. The motors are driven 
by 220VAC 3-phase power supplies (drive 
amplifiers) that are hidden in the cabinet's 
base. All power and game signals are trans- 


ferred between the Attendant’s Tower and 


the cockpit via two sets of slip rings. One set 
is mounted on top of the Attendant’s Tower, 


the other set is inside the cockpit behind the 


joystick. The combination of these two slip 


:mblies 


ring ass is what allows the cockpit to 


rotate a full 360 degrees in both pitch and 


roll axis. To get the required electrical signals 


from the tower to the cockpit, a group of 


cables is routed inside one member of the 


spheri cal support structure that surround the 


cockpit. These cables connect the slip ring 


assemblies together. The signals include 110 


volts for the monitor, 220 volts for the servo 
motor, composite video for the monitor, 
audio cables for the cockpit’s stereo speakers, 
and a three wire RS232 communications link 
that transfers all control and safety signals. 
Things like joystick position, missiles, guns 
and restraint harness signals are all encoded 
into an asynchronous data stream and sent 
using the RS232 protocol. 

We are still on the topic of machine com- 
monality. During game play, an invisible 
light beam projects across the opening of the 
cockpit. If an arm or leg is placed outside the 
cockpit, all motion stops and a loud buzzer 
sounds. This condition is temporary and 
movement will resume when the light beam 
is re-connected. If the player wants to end 
the game at any time, he can press a large 


red Emergency Stop button, located on the 


right wall inside the cockpit. Likewise, if 

the attendant wants to end the game, he can 
press the Emergency Stop button located on 
top of the Attendant’s Tower. Pressing either 


button will immediate 


at its present position. 


y halt the cockpit 
Even if the player is 


upside-down, that's where they stop, hanging 


bum-side up! A message displays on the At- 


tendant’s Tower which 


verify that the area is c 


asks the operator to 


ea 


nd the cockpit is 
safe to rotate. When all is clear, the opera- 
es the Enter button on the control 


tor pres: 


panel. This causes the cockpit to return to its 


home position and end the game. Sorry, no 
refunds for wimps who pushed the red but- 
ton 'cause their tummy was queezy. 

The main difference between G-LOC 
and Wing War, obviously, is the main CPU 
game board. But there are a few more differ- 
ences worth noting. G-LOC does not have 
a throttle, your airplane moves at a constant 
speed. On the contrary, Wing War includes 
a throttle that controls speed or hovering 
ability. A button protrudes from the right 
side of the throttle handle. Pressing the but- 
ton emits smoke from the plane' posterior 
to thwart approaching enemy missiles. These 
added game features mean more hardware 
and additional wiring in the R360 cabinet. 
On the subject of displays, G-LOC u 
standard resolution monitor while Wing 


a 


War uses medium resolution. All R360 cabi- 
nets were equipped with a standard resolu- 
tion monitor, so Wing War requires a scan 


converter board. This extra PCB is mounted 


on top of the game board stack. It converts 
the medium resolution video signal of Wing 
War into a standard resolution signal for 
the R360 monitor. While on the subject 

y tubes (CRTS), Sega had an 
interesting dilemma to overcome while 


of cathode r 
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designing the R360. Does anyone know what 


happens to a CRT when it's physically tipped 


or rotated? Thats 


right, the onscreen colors 
become messed up and the CRT needs to 

be degaussed. Now this was more than just 

a slight problem for the monitor inside the 
cockpit, since it spends most of its time 
twirling around! The clever engineers at Sega 
remedied this situation by installing an extra 
PCB behind the monitor that pulses the de- 
gauss coil several times each second. It seems 
to work just fine, as I've never noticed color 


distortions while playing a game. 


The next important difference is the 
software that translates airplane position into 
cockpit motion. The V&D board contains 
two EPROMs that have specific code that 

is unique to both G-LOC and Wing War 
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game versions. The V&D board must have 
the correct EPROMS installed or it will not 
communicate with the main CPU game 
board. And on the subject of game boards, 
both G-LOC and Wing War have four 
EPROMs that are different in the R360, 
when compared to the normal sit-down or 
upright cabinets. Therefore, a game board 
assembly from a regular cabinet can be used 
in an R360, but these four EPROMs must be 
changed. Now back to my adventures over 


the last seven years. 


Finding a Wing War R360 

As stated in my original GameRoom article 
from 2001, I never thought that I would own 
an R360 due to their cost. But a decade had 
passed since their introduction. There must 


be a decomposing carcass out there some- 
where, priced at a mere pittance, that I could 
purchase and resurrect. Never mind the fact 
that I had no idea how these machines work 
and that I should never buy anything until 

I know what I’m looking at, I was way too 


smart to be sucked into shat faulty logic. So, 
I made a few phone calls and found an opera- 
tor in southern California who had bought 
a non-working Wing War R360 which he 
wanted to repair for his arcade. After several 
technicians were unable to diagnose the 
problem, this operator was ready to sell it 
cheap and cut his losses. He told me that the 
V&D Board was probably bad. This board 

is only used in the R360 and is no longer 
available from Sega. Without it, the game 
R360, which 


was complete, was basically being sold for 


will not move. Therefore his 


spare parts. 

Now I need to confess how far my coin-op 
addiction pushed me in this acquisition. I 
was willing to spend a week trying to find 
a commercial truck big enough to haul the 
R360. Its base measures 7 by 7’ without the 
Attendant Tower, and it stands 8’ tall. It 
weighs in at a stout 2400 pounds. That's a 
ton of fun, and then some. After finding that 
every big truck in my area was either rented 
out or I needed a commercial license to drive 


it, I talked a friend into letting me borrow 


his backhoe trailer. It’s a huge flat bed truck 
made to carry a nine ton backhoe. Behind 


the wheel of this Big Rig, I was willing to 
50 
in gas for my “petro-economically chal- 


drive six hours each way, spend ove 
lenged vehicle, and shell out good money 
for a game that no one else could fix. This 
approach to practical living is the reason my 
wife tells everyone: “He has a full six pack, 
he’s just missing the plastic thingy that holds 
it all together...” 


Initial Testing 
On the return trip, with game in tow, it was 
now time to contemplate the next big chal- 
lenge. How was I going to provide the 220 

volt 3-phase power at 


that this b 


Is there nothing => Eureka! I've invented 
N 
That metal ball peo dot mea ad the best pinball 
is going to destro our pinball machine? / There's just one ; i 
rica 2 hope. We have to protection yet! 
call Cliffy! 4 


Be sure to check out Cliffy's 


brand new post sleeves! 
Better! Stronger! More Colorful! 


The Addams Family 
Protector Set Shown. 


White Rose 4 


C October 10 - 11. 2008 


: q 
VKR Friday & Saturday "eei 
y QA z rig ay alura ay 
NOA. 


York Fairgrounds (& Expo Center) Horticultural Hall Building, 334 Carlisle Ave, York PA 


i Pinballs - Videos - Slots - Jukes - Gumball - Neon 


*Door Prizes* 2 Big Days of Arcade 
Gameroom Supplies On Sale 


Wall-to-Wall Coin-Op Games & Gameroom Things! | 


Fun! Games Are Set 
For FREE PLAY! 
$15 Adults / $5 Children 6-12 


Free-Kids 5 and Younger 


All Prices are Per Person/Per Day Kids & Adult Tournaments 
HRS Fri Oct 10: 10a-8p Sat Oct 11: 9a-6p With Great Prizes 
ALL GAMES MUST BE REMOVED FROM HALL BY 11P SATURDAY! 


www.theyorkshow.com 


Info: Info: 


ACCOMODATIONS: Best Western Westgate Inn Marlin Barshinger Eric Selak 
1415 Kenneth Rd, York PA (717) 767-6931 (717) 792-9808 (717) 843-9878 
(Mention White Rose Gameroom Show for Discount) QSPinball@msn.com blackholepinball@yorkinternet.net 


GameRoom|September, 2008 27 


A sticker on the machine says that it draws 
50 Amps! Of course this was not worth 
worrying about before I bought the game, 
right? I wasn't too worried though, because 
months before this purchase, I was able to 
take AC current measurements on a working 
R360 and I determined that its average cur- 
rent draw is only around 7 Amps per phase, 
with momentary spikes of 20 Amps when 
the motors change direction during game 
play. So I did a little web surfing and found 
"Tower Electric Motors. After talking to their 
engineer, we decided on a 15hp rotary phase 
converter. This is a device that generates the 


third leg of 3-phase power from standard 
220V residential service. After installing the 
converter in my shop, I was ready to give my 
new toy "the smoke test" (power it up for the 
first time). 

Once powered up, I was able to observe 
the problem that no one could fix: the Wing 
War game itself played just fine, but the 
cockpit did not move during game play. This 


was strange because during the power-up test 


sequence that the machine goes through, the 
motors worked properly and the cockpit ex- 
ecuted all movements correctly. The motors 
simply did not want to run while an actual 
game was being played. I checked all the 
obvious things like safety sensors, switches, 
etc. All were working in the test mode. 

With no other ideas to try, I made a call to 
Sega for help. Their San Jose California office 
was still open back then and I was fortunate 
enough to speak with Dave Cantrell, their 
Service Manager. As I described the problem 
to him, I said that the Wing War game was 
playing on the monitor in the cockpit while 
the monitor in the Attendant’s Tower was 
telling me that a G-LOC game was in prog- 
ress. Dave interrupted me in mid-sentence 
and said "there's your problem”. What he 
realized is that someone must have swapped 
the V&D Board in this Wing War machine 
with a board from a G-LOC version, at some 
time in the past, while attempting to trouble- 
shoot it. What the person didn't know is 
that the two EPROMs on the V&D board 
are unique and must match the main game 
board. Therefore, the previous owner was 
right, che problem was on the V&D Board. 
However the board itself was not bad, it just 
needed the correct EPROMSs to allow com- 
munications with the Wing War game board. 

This 


terrible news. Great news because all my 


revelation was both great news and 


PCBs were functional, terrible news because 
the EPROM code was tossed out by Sega 
and no longer available! Wow, hearing those 
words can make a grown man and coin-op 
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addict cry. But as Dave explained to me, Sega 
was not in the business of archiving parts and 
After 


four or five years, they throw out the “old 


information for histor 


| purpose 


junk" to make way for the next money maker. 
I found it very hard to believe that the 
code was no longer available, but Dave as- 
sured me that even if the code did still exist, 
he could not get it from his factory head- 
quarters in Japan. This business paradigm 
left me with two possible solutions to my 
problem. Buy a G-LOC game board for my 
R360 and rewire the cabinet to accept it. Or, 
find another R360 running Wing War and 
ROMs on the V&D 
Board. When I wrote my original article 
for GameRoom in 2001, I had not found 
another R360 Wing War, so I bought the last 
R360 G-LOC game board that Sega had in 
stock. It costs me over $1200 but I was deter- 


get copies of the two E 


mined to get this machine working. 
Because the connectors on Wing War and 
G-LOC boards are different, I had to fabri- 
cate a wiring adapter harness that interfaces 
from the Wing War cabinet to all signal 
pinouts on the G-LOC game board. I left 
the original wiring harness in my Wing War 
untouched and in 2002; I found an arcade 
in the mid-west that had an R360 Wing 
War. The game was not operational, but the 
owner let me to fly out and bring my laptop 
computer with EPROM reader. I copied 


his code and flew back home. I was now 

able to convert my R360 between G-LOC 
and Wing War. Both games work fine, but 
the conversion process is not a quick task. 
It tak 
other wiring changes are needed ir 
Attendant’s Tower and both monitors must 


around three hours because a few 


ide the 


be tweaked to adjust their horizontal and 
vertical size. 


More R360s and the MGM Adventure 


Creating my website at www.GameRoom- 
Repair.com has helped me connect with fel- 
low collectors and operators. I receive at least 
one email each month from someone who 
remembers playing the R360, has an R360 
related story to tell, or is inquiring about 
buying or selling a machine. Someone sent 
me a picture of an arcade dump in Europe, 
complete with cannibalized R360. 

Due to cyber-exposure, I’ve been able to 
purchase four more R360 machines. All are 
G-LOC versions. The only Wing War game 
that I have owned is the first machine that 
started this whole adventure. Of the four 
G-LOC machines, one came from the MGM 
Grand Hotel in Las Vegas, NV. Another 
game was shipped from the east coast, and 


my latest two machines came from an opera- 
tor in San Diego, CA. I know of one or two 
more for sale, but with a footprint of seven 
feet (squared) per machine, I’m a bit tight on 
storage space right now. 

The R360 purchased from the MGM 
Grand was an epic boondoggle whose story 
could fill an entire issue of GameRoom 
magazine. Instead, I'll attempt to give you 
the Reader's Digest version. I knew they had 
an R360, so I kept in touch with the arcade 
manager over the years, until he was ready 
to sell. While arranging my schedule and 
itinerary for the trip to Vegas, the manager 
and I discussed how we would remove the 
360 from the hotel’s arcade. He said it 
would be no problem—we would just push 
the machine through the rear doors of the 
arcade and into a fourteen foot wide service 


hallway that only employees traveled. This 


would lead us through the (hidden to normal 
guests) infrastructure of hotel equipment 
storage rooms, produce, food and booze 
ockers, room service dispatch stations, and 
finally to the rear loading dock for the hotel 
and casino. All of which would take less than 


thirty minutes to complete. So I planned to 
make this a round trip pickup and return, all 
in one day. I left Santa Maria at 2:00am with 
a good friend and a flat bed car hauler in tow. 
My friend and I arrived at the MGM Grand 
just before 9:00am. I handed the manager a 
cashier's check and we proceeded to roll the 
R360 out the arcade service doors. 

We were progressing down the last stretch 
of hallway and the loading dock was in site. 
As the arcade manager predicted, we were 
well under his thirty minute estimate and 
had only a few feet to go. Then all at once it 
hit us. Or I should say, we hit it. At the final 
intersection into the loading dock area, stood 
two concrete posts and aset of double doors 
that were the only “normal height” doors 
that I'd seen so far! The solid cement cylin- 
ders were strategically placed just outside the 
double doors, so that nothing wider than a 
standard forklift could enter the maze that 


we'd just navigated. There was simply no way 
that a seven foot wide by eight foot tall R360 
was going to fit through these doors and 


between the concrete posts. To make matters 


worse, this was the only way to reach the 
loading dock, there was no other hallway that 
we could usc. 

I looked at the door opening in utter 
disbelief. My friend started laughing out 
loud. The arcade manager was still trying to 
push our motionless machine from behind, 
unaware of our predicament. I called to 
him: "Excuse me, could you step around to 


2 ~~. 
Finally, we argjn the «se 
large loading dock area= 


Almost 
there. 


Cheap suit, Flimsy neck tie, 


Hands in pockets. 
Can you find the Arcade 
Manager in this picture? 

pe | 


The park has bee 
for year: 
butthe waterstilEflo 


the front for a moment and have a look at 
something?" Upon seeing the permanently 
mounted cement peers and low door height, 
his facial expression went blank. I asked him 
if we were on Candid Camera, but he just 
continued to stare at the barricade without a 
glimmer of life on his face. By this time, my 
friend was gasping for air due to hysterical 
aughter that impeded his ability to breathe, 
or stand erect. Suddenly, the manager sprung 
back to life and shouted: "That's right! We 
didn’t bring the R360 in like this. We had 


it lowered in by crane, before the roof was 


finished.” My only thought was “please tell 
me youre joking, please.” 


Unfortunately, he was as serious as a heart 
attack—the MGM Grand took deliv 
this R360 while the arcade was being built. 


y of 


They never planned for the day when it 


would leave! As crazy as this sounds, I later 


determined that the psychotic builder of the 

MGM Grand must have also constructed the 
Luxor Hotel, because they did the exact same 
thing. They owned two R360s that were 

also craned in during construction. Upon 


removal from their ade, the Luxor cut the 


arc 


machines into pieces with a welder's blow 


torch and hauled them to the dump (another 
thing that makes a grown man cry). 

We were still stuck in the hallway with 
nowhere to go. Hotel security officers 
showed up and made us roll che R360 all 


the way back to the arcade, to avoid holding 


up normal traffic flow. So much for: “will 
take us less chan thirty minutes." Once back 
inside the ar 


le, we regrouped and carefully 
xit 


planned our next move. The only other 
from the arcade was up the escalator and into 
the casino. That wasn't an option. We all con- 
templated ways of getting past the concrete 
peers and small doors, which remained the 
only way to reach the loading dock. I sug- 
gested that we dynamite the opening, but I 
was overruled by hotel security because they 


thought the blast might frighten the guests. 
It didn't 


long for everyone to agree 


that disassembly was the only way. If we 
removed the Attendant’s Tower and then 
separated the cockpit from the base, the 


pieces could be raised by fork lift and carried 
over the cement peers, while still managing 
to clear the door’s header. A few pictures 
show the disemboweled R360 as we executed 
the plan. Even though we only broke the ma- 
chine into three pieces, it still took the rest of 
the day to find a fork lift driver that we could 
pry away from normal duties to help us. 
With the machine in pieces, we moved 
back through the hallway maze, over the con- 


crete peers, through the loading dock area 


and finally onto my car hauler, which had 
been waiting patiently, occupying a loading 
dock space for the entire day. The machine 
was reassembled as we placed each piece onto 
the car hauler. My buddy had finally stopped 
aughing by the time we were all done. It was 
now 6:00pm and I didn’t feel like making the 


seven hour drive home. Besides, we wer 


Las Vegas and realized that we could prob- 


ably find some way entertain ourselves. The 
arcade manager felt sorry for what he put us 


through, so he got us a room for half price. 


thought we should get a free room with 


dancing girls, a rock band, and an open bar. 


But again, hotel security pooh-poohed that 

idea (those guys are real kill-joys). 
One of my photos includes a bygone land- 

mark. Those who visited the MGM Grand 


in the 1990s will remember a theme park 
directly behind the hotel. It was a minia- 
and 


ture Disneyland with a variety of rides 


attractions. The park closed in 2000 as was 
now a haphazard storage facility for old hotel 
equipment, used stage props and broken ar- 
cade games. We were led through this ghost 
town because the manager remembered that 
he had a plethora of spare parts for the R360 
which were stashed in one of these buildings. 
I didn’t get too excited by the prospect 

because this same guy, only one sunrise ear- 
ier, had spewed his awe-inspiring “less than 
thirty minutes” rhetoric. None-the-les 


, we 
plowed through the wreckage. I apologized 
to the latex skinned and mechanized likeness 
of Dorothy, for using Toto' head as a step 
adder while I peaked over a mountain of 
dismantled roulette wheels and poker tables. 


Then we found it, a box marked "R360 
parts.” Inside the box was one floor caster 
(severely worn) and a few stickers that advise 
the customer to remove all pocket items 
. This 


was the box of parts that he remembered. We 


before entering the R360. That was 


graciously accepted the parts, thanked the 
manager for the fabulous two day adventure, 
and headed for home. In summary, the Vegas 
trip is not one that I'll ever forget. 
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Going Two-Player 

After using my R360 Wing War as a single 
player game and choosing the Expert mode 
(where you can fly anywhere you want), I've 
realized chat Wing War is not very fun when 
played against the computer. A computer 

is much better at keeping its plane on your 
tail and nauseating you with perpetual spins 
caused by countless heat seeking missiles 
shoved up your exhaust vents. No, I'd had 
enough of ¢hat fun. I determined that the 
only way to play Wing War was against 
another real person. But how could I accom- 
plish this? Where would I find another R360 
Wing War? The arcade where I copied the 
Wing War V&D board EPROMs was now 
out of business and their R360 was nowhere 


to be found. This was the only other Wing 
War that I knew of. Besides, even if I had an- 
other machine, my 3-phase power converter 
is not big enough to handle two spinning 
monsters. 

Then I had an inspiration. I bought a non- 
working sit-down twin Wing War cabinet. I 
planned to fix one half of the machine which 
would make a single player game, and then 
connect it to my R360. In theory this should 
work because both cabinet styles use the 
same Sega Model 1 game boards. The only 
difference is the four EPROMs that make the 
game either a sit-down version or an R360. 
Alas, the years slipped by and I never got 
around to actually testing my bright idea. I 
wanted to try it, but never found the time 
due to the relentless onslaught of weekend 
soccer, and basketball games for my son, 
having customers with repair needs, and 
that nasty four letter word *W-O-R-K" (my 


mil 


real job that keeps a roof over my 
head). So the biggest game in my collection 
remained a single player machine, happy to 
be played whenever I had the chance. 

Fast forward my life to the summer of 
2007. My phone rings one night in June and 
the caller introduces himself as a fellow col- 
ector. Only later did I learn that this modest 
caller was a very well known pinball enthu- 
siast. Yes, I’m referring to Steve Tsubota, 
who is also responsible for those spectacular 
ken at the Pinball Expo 


panoramic photos 
in Chicago. Steve tells me that he wants an 
R360 for his game room. 

We discussed the G-LOC version that I 
had for sale and he wanted to purchase it. We 
talked awhile longer about other games in 
our respective collections and also about my 
adventures with the R360 Wing War version. 


explained how this machine was able to 
convert between G-LOC and Wing War, 
and that I had a sit-down cabinet which I szi// 
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planned to connect some day. Steve became 


interested in this machine. He asked about 
buying it instead. It was not really for sale, 
but Steve asked me to consider selling it and 
to name a fair price. I thought about it, but 
could not justify any dollar amount. After all, 
most commodity prices are set by supply and 


demand. With a supply of one, this R360 is 


certainly unique. But what is the demand? 
Even being a rare machine, it’s still a used 
piece of equipment with parts that are hard 
to find. Not every collector wants to assume 


the risk of owning a game this complicated. 
I had fully restored the machine, but no one 
can predict how long it will run trouble free. 
In addition, there is no benchmark for R360 
sales that can be used to set a price. 
"Therefore, I based my price on different 
criteria. I have always wanted a Violano-Vir- 
tuoso, made by the Mills Novelty Company 
in the early 1900s. These combination player 
pianos and Violin machines usually demand 
a high price. Like my first R360, I knew that 
I probably would never own one. However 
with Steve's generosity, I was able to sell my 
Wing War R360, buy a Violano and almost 
break even on the deal. Yes, I gave up my one 
ofa kind game, but I still have my G-LOC ma- 
chines to satisfy my desire for disorientation. 
Life was sweet and good times abound. I 


ooked forward to receiving my musical mar- 
vel and Steve looked forward to receiving his 
torso twirler. It was now time to prepare the 
360 for shipping. Part of this preparation 
was to dig out the sit-down Wing War cabi- 
net and get it working. After all these years, 
would finally be able to test my theory of 
connecting the sit-down game to the R360 
and partake ina real two person dog fight. 
To my dismay, tragedy struck when I 

powered up the games after linking them to- 
gether. The sit-down game entered its startup 
sequence and waited to establish a network 
connection with the R360. The fickle R360 
however, refused to converse with the lowly 


sit-down game. The R360 actually estab- 


ished a good initial communication link 
(evident by watching the messages on the 
monitor), but then displayed a network error 
and refused to compete its startup sequence. 
Now what was I gonna do!!? I don’t have 
the ability to “disassemble” the software code 
or to decipher the protocols and commands 


used by these games. I had only one guess as 
to where the problem might lie. It must be 
the four EPROMs in the game boards that 
are different between the sit-down and R360 
versions. So I took a chance and burned 
R360 EPROMs, then installed them in the 
sit-down machine. 
Well every millennia or so, the planets 


align, the heavens burst open with song, 
my in-laws are actually tolerable, and one of 


my totally wild-ass guesses actually works! 

I powered up the machines and presto, 
both games sprung to life in a synchronized 
duet of game attract sights and sounds. 


There must be software code in these four 
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NEW IN ORIGINAL CRATE 

Rockola Limited Edition Yellow Submarine Jukebox 
(only 100 in existence) 

MCI Safe (Manufactured in the 80's) $2,095 
Sega Lost in Space pinball $4,095 
Atari Airborne Avenger backglass $195 
2 Stern Cleveland Browns mylar translite @ $150 
4 Bally NBA Fastbreak mylar translite @ $99 
1 Stern Green Bay Packers mylar translite @ $150 


$11,995 


PINBALLS - ALL RECONDITIONED 

Stern Lord of the Rings - Beautiful condition 

Stern Austin Powers 

Stern Terminator 3 

Stern Roller Coaster Tycoon - Great looking 

Gottlieb Chicago Cubs Triple Play 1985 

Williams Star Wars Episode 1 video/pin only used in home 
Williams Monster Bash — 

Great shape/some peeling where legs attach 


REDEMPTION AND PRIZE SHOPPED 
Namco Sea Quaizy 

ICE Stop the Clock 

ICE Flinstone Redemption pinball (oversized/unusual) 
Lazertron Ticket Track - great looking 
Andamiro Musical Chairs Prize Version 
Andamiro Shoot It Up Basketball 
Planet Earth Fling Shot 

Lazertron Qwack Attack 

Lazertron Twister 

Island Design Tortoise and Hare 
Lazertron Fire Stomper 


VIDEOS / ATTENTION COLLECTORS 

Sega2 player Title Fight — Great looking $1295 
Mechtronics Fire Escape - Unusual / like new $1095 
Namco Ms. Pac-Man/Galaga 20th Anniversary — like new $1595 
Namco Ms. Pac-Man/Galaga 20th Anniv. Cocktail - like new $2295 
Williams Joust — Original $595 
Atari Centipede - Original $695 


SPECIAL - ARCADE OPERATORS / HOME OWNERS 
3 Ice Kiddie Coasters @ $1995 


Packing: Used games $75 - Backglasses (wood) $25 - No charge for mylar 
Payment: We Accept Visa, MC, and AMEX - All prices quoted fob Cleveland. 


Contact: Mike Wilson Phone: (440) 525-5019 
Cell: (216) 225 7343 Email: mwilson@ccme.net 
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EPROM Ss that verify the same hardware 
configuration, or EPROM check sums, in the 
other game board. Hooray Hooray, the good 
times had returned! 

The good times lasted just long enough for 
me to enter a credit on both machines and 
push their start buttons. I pressed the start 
button on the sit-down machine and was im- 
mediately taunted by a repetition of “lower 


the safety bar, lower the safety bar, lower the 


fety bar!” The sit-down game obviously 


does not have the R360 aint s 


) stem, or 
any sensors to let che game board know that 


2 


he player is all tucked in and the cabinet is 
fe to rotate. With no 


fety bar to lower, I 
couldn't get past the first step. 

Being this close to success, I couldn't give 
up now. I told Steve that I needed a few more 


weeks to see if I could design a digital logic 


circuit that would emulate the sequence of 
getting strapped into an R360. I connected 


ogic analyzer to the data bus between the 
V&D board and the main game board. Then 
I monitored the logic levels on this bus and 
captured the byte codes as each step of the 
strap-me-in sequence is executed. Every step 
(safety bar, seat belts, pull handle, ete...) 


places a new code on the bus as its condition 


is met. I studied the results and d esigned a 
circuit that reproduces this same series of 
codes when a rotary switch is turned though 


several positions. I made a face plate and 
mounted the switch onto the control panel, 
just right of the throttle handle. When a 
game is started on the sit-down machine, 


the player is required to watch th 


me set 
of instructions that appear inside the R360 
and increment the rotary switch to its next 
position as each prompt appears. With a 
little more work, I could design atimer and 
“state machine” that automatically advance 
through the byte code sequence when the 
start button is pressed, but Steve was satisfied 
with the rotary switch. Dare I say that the 
good times had returned? 

With the amount of work that I went 
through to connect these two cabinet styles, 
"m pretty Sure that Sega never envisioned an 
R360 dueling a sit-down game. Maybe they 
purposely didn't offer this option, so arcades 
would have to buy two machines. Whatever 
the reason, it's probably safe to say that this 
is the only one of its kind in the world. It's 
probably 


Iso the only R360 with the ability 
to convert between Wing War and G-LOC. 
I must admit that the sale of this R360 was 


a bitter-sweet transaction. On one hand, 


'm sad to let it go. I may never find another 
Wing War version. On the other hand how- 
ever, I've had the pleasure of meeting Steve 
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Tsubota, one of the nicest guys in this hobby. 
I've also been able to buy a Violano, which 

would still be just a "some day" dream, if not 
for Steve's phone call in the summer of 2007. 


Conclusion 
When I finally succeeded in connecting the 
two cabinet styles, I realized the need to 


share this spectacle with other arcade addicts 


and to preserve its operation for future refer- 
ence. So I videotaped the games in action and 
posted it on YouTube. My first video was tak- 
en just a few days before Halloween, 2007. 
My son and his friend volunteered to pilot 
the machines while I worked the video cam- 
era. They were dressed up in their Halloween 
costumes and refused to change clothes 


before filming began. To view the resulting 


vaudeville act, surf over to: http://www. 
youtube.com/watch?v=meY x9RuCAQY 
In hind sight, I think the costumes give the 

. Ladded 


s for anyone unfamiliar with 


video an added touch of playfulne: 


text overlay 
the R360. A few weeks later, I posted four 
more R360 videos that are all part of one 
long video that describes the R360 in greater 
detail (YouTube has a ten minute length 
restriction). You can find all of my videos by 
searching for YouTube member “keinert.” 

In closing, I would like to think that my 
adventures with the R360 are just begin- 
ning. But regardless of what I do next, I don’t 
think that I'll ever have the time to try other 
custom R360 configurations. I’ve had many 


people ask me about the possibility of adapt- 
ing the machine to play other software like 


car racing games, rollercoaster simulators, 


etc. My answer to them is that anything is 

possible, but I will probably never attempt it. 
The R360 contains 100% custom hard- 

ware and software. Schematics and program 


code were never rele d to the public. It 
would take a considerable amount of time to 


ssemble all 


reverse engineer Sega’s design, di 
of their code and understand all signals that 
traverse the many buses in the R360 cabinet. 
Even with the work that I did to capture a 
few byte codes while activating the restraint 
system, I barely scratched the surface of all 
data and control signals that are transmitted 
between the game board, the V&D board, 


the servo motors and all of the electronic 
inside the cockpit. In addition, each slip ring 
assembly includes two optical encoders that 
monitor the cockpits exact position. 

This tidbit was not mentioned previously. 


It's a part of the machine that I have not had 
the pleasure to troubleshoot (yet). These en- 
coders, like most signals, connect directly to 
the V&D board, and are essential to cockpit 
motion. They provide feedback to the com- 
puter by tracking cockpit speed and position. 
So there’s even more to figure out if you want 
to properly control the movement of an 
R360. The lack of board level schematics for 
the R360 adds an order of magnitude to the 
work involved in reverse engineer a machine 
of this complexity, and adapt it for new uses. 
To summarize in different words, you can 
have at it and let me know your progress. I’m 
cheering for you all the way! 


Happy Collecting, 
Kevin Keinert keinert@sbceo.org 


. The largest online 
E source for new 


[1 
605-714-1000 


a i and reconditioned 


ecu Ties) GALLI 


, v 
A p. We pinball boards 
and electronics. 


New & reconditioned boards Board repair services Eprom programming 


We carry Alltek.and Ni-Wumph boards. 


International orders welcome. 


call or email away... 603.77 


Think Your Beloved Pinball Machine is Safe? 


Think Again! You Need 
Embah Precor 


y 


PinCab Protectors 
cover up existing dam- 
age and prevent any 
further damage. 


With the leg removed, 
the full extent of the 
damage to the cabinet 
is visible. 


Protect Your Investment 
Order Todal 
www.PinballFanatic.com 
www,  Mrpin@pinballfanatic.com 

such as this Addams Family Phone: 801 -944-8505 


Electric Chair Hole Protector! 


The damage is done, 

and it only gets worse 

with each additional 
game played! 
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Illinois Pinball Show 
Octoher 3-5th, 2008 th 4 
Aud | " JU Be Free aes > Showy # 


60-80 Tal erum jal packs 
Many y Ur dL ii From. Dur Warehouse 


Bloomington Sale Barn 
South Main Street 
Bloomington, Illinois 


Local Lodging: 

Clarion Hote 

1219 Holiday Dri 
Bloomington, Illinois 61704 
(309) AT 5311, ext. 0 
1-800-EXT-STAY 

Fax (309) 662-6283 


Contact Gene Cunningham for Info Packet 
Phone (309) 825-5844 e Fax at (309) 828-3232 


& Tournament 08 


Wheelchair Tournament 
All Games must be 


played while sitting 
^ ina wheelchair. 


There will be three | _ 
divisions. 
Trophies and Cash 
for winners! 


Hone You Can! Make It To The Show! 


The Many 


e 
incarnations 
of. 6. by Jonathan Imberi 


This article is part of a series I call “The Many Incarnations of... “, a 
column which will chronicle the different game titles that have been 
released over the years featuring a central character or theme. Pac-Man 
is here to provide "color commentary," and Professor Pac-Man is on 
hand with interesting tidbits of trivia about each game! 


Batman 


To misquote The Joker, “| have given a name to R le TAN N 
my game . . . and it is Batman." Wocka! Wocka! 
From the desk of Professor Pac-Man: d 


"Ihe gameplay is based on the 1989 movie of 
gameplay B d BLOCK- p « out this dassic confrontation of 


the same name directed by Tim Burton. This BUSTER MOVIE p «. versus evil at your Atari Gomes 
/ . : distributor today! 
game was released only as a conversion kit dk GER Mh 


and features voices from the movie. fsa ae jeder iren ere 
ST ee control pone, bezel and side decals, 
Packed with all the droma t 
and action of the movie, the — | ‘Mori Games Corporation 
gome even features digitized 4 675 Sycomore Drive, PO. Box 361110 
photos ond actual music sound- 1 Milpitas, Q 95035.» 408/434-3700 
track. Take on The Joker'ond. 


his Goons with Batrope; j Dre 

Batorangs" and Gas x 

Grenades. Kick and punch 

your way throughout le ATARI 


Gotham City; even drive 
the Batmobile” and fly 
the Batwing.” 

d the end, share in 


Challenge The Joker and 
his Goons in the Musevi. 
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Batman 


Same Bat year, Same bat movie, but with this 
game you can really pin down The Joker! Wocka! 
Wocka! 


From the desk of Professor Pac-Man: 

This pinball was also based on the 1989 hit 
movie starring Michael Keaton, Jack Nichol- 
son, and Kim Basinger. This was Data East’s 
first game to use the BSMT-2000 (Brian 
Schmidt Music Technology) Sound System. 


Batman Forever ay EN aciinow eati aware 


HONTE sey W BATMAN FOL ERS s 


the big, pin bat? Wocka! Wocka! 


From the desk of Professor Pac-Man: 

This pinball was based on the 1995 hit movie 
directed by Joel Schumacher. This pinball 
has a hidden easter egg in conjunction with 
the slingshot hits—a giant bat will appear on 


the screen and se 


ech at you. If you hit the 


trigger when this happens you will get fifty 


million extra points! 
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Batman Forever 


Until the new Stern Batman pinball came out, it looked like this was going to be 
the last Batman game we were going to see, forever! Wocka! Wocka! 

From the desk of Professor Pac-Man: 

There are riddles sprinkled throughout this game, and although they are 


fun to solve, they have little impact on the gameplay. 


SIT a mi) =) 


THE STREETS OF GOTHAM CITY 
ARE PAVED WITH GOLD! 


AN ALL-NEW ARCADE CRIMEFIGHTER! 
BATMAN 


Batman 


After 12 years without a Batman game, all hope seemed lost, but the Dark Knight is back! Like the Joker, it 
seems Batman still had another trick up his sleeve. Wocka! Wocka! 


From the desk of Professor Pac-Man: 
The new Stern Batman pinball machine was designed to coincide with the latest Batman film, 
The Dark Knight. It’s a brand-new machine, and at press time only a handful of pictures were 


available. Look for more extensive coverage in GameRoom soon! 


7 * Want to see an Incarnations 
} article done on your favorite 
video game character or title? 
Please submit your idea to info@ 
gameroommagazine.com 
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(Ordered sold by National Amusement Operator) 


Over 450% Late Model Arcades 


| Redemption e Kiddie Ride: 
UNEI érchandisers & More 


SAT, SEPT 6th-10:00 AM (Doors open 8:30 ar 


PUS sn Symmes Rd. (Hamilton, Ohio) 
(15m X north of Cincinnati, Ohio) 


website for terms & conditions 
www.michaelangeloauctions.com 
= Auctioneer: Michael Testa 


The Michael Angelo Auction Company 


Have surplus? Be part of our upcoming auctions! 
(513) 310-5118 


With JukeCD you can print title cards and 
make your jukebox look better than ever 
before. No more hand-written or typed title 
cards, only sharp custom-made title cards. 


Entering CD information is easy. 

Retrieve CD info from CDDB directly or 
copy and paste from the CDDB web site. Or 
you can import from you own CD files such 
as iTunes or other music players*. 


FROM YOUR PC 


JukeCD 
for Windows 
$59.95 on CD 
$54.95 Download 
Vista Compatible 


Create title cards of any size — design your 
own or select from the included templates. 
Easily adjust text position, change fonts, 
use one of the arrow options maximize card 
space for CDs with many tracks. 

Print on plain or perforated sheets. Add an 
information line on each title card. 


f 


"|Print inventory reports, song lists, play lists 
and location lists. 


$ 


¿[Printing title cards has never been this easy 
or affordable! Download the demo and give 
it a test ride. 


*New in JukeCD 5 released in December 2007 


800.878.1630 


www.lowprofilesoftware.com 
Distributor inquiries to sales@lowprofilesoftware.com 
low Profile Software 
PO Box 2997 
Sequim, WA 98382 


Order by 
telephone 
or online 


Software available for 
vinyl jukeboxes. 


| 


ball Restoration 


cO M, 


ADP, Allied Leisure, Americoin, 
Amshuffco, Atari, Bally, Bert Mills, 
Best Of 7, Bio-Rythm, Brenco, 
Centuri, Chicago Coin, Exidy, 
Gottlieb, Hebel, Interflip. Irving 
Kaye, J. F. Frantz, Kasco/Kansai Seiki, 
M.C.I., Midway, Motorola monitors, 
Nutting, NSM, Recel, Rene Pierre, 
Seeburg, Sega, Scorpio, United, U. 
S. Billiards, U.S. Leisure, Williams, 
Wurlitzer. 


(Full list is on flippers.com): 
ChiCoin, Midway, Recel, Sega, 
Interflip, Williams... 


John's Jukes Ltd. 


2343 Main Street 
Vancouver, BC 
CANADA VT5 3C9 / 
(604) 872-5757 || 
jrr@flippers.com 
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Who Am I? 


I am 20 years old and yet I still don't have 

a driver's license. | am 102.6 degrees on 

the outside but on the inside hundreds of 
people think I'm the coolest thing around. | 
have over 180 four-legged friends and even 
more that are two-legged. My residence 

is in Dixon, California but Roseville is my 
birthplace. | can be so loud that at times 
people standing next to one another have 
to shout to be heard. | give more smiles 
than a Mel Brooks movie marathon. I'm all 
about giving and all my proceeds benefit 
the Boys & Girls Club of Greater Sacra- 
mento. And finally, to some, my annual 
appearance is more looked forward to than 
a Christmas Morning. 


Do you know who! am? 


lam PIN-A-GO-GO, Northern California's 
Pinball Extraordinaire. 


I arrived at Pin-A-Go-Go (PAGG) just 
minutes before the Saturday's “official” 
opening time of 10am. Upon entering the 
vast hall, I quickly survey the pinball ma- 
chines that are already powered up and ready 


to go- just looking for my first victim. New 


a 


his year was the Tyvek wristbands, which 
replaced the handwritten nametags of years 
past. It was really cool to have Cliffy himself 
(http://www.passionforpinball.com) of pin- 
ball greatness affix mine. I could have left just 


then and have been very much satisfied, but 


I'm greedy by nature and stayed of course. 


DIXON MAY: 


MUN agan 


Speaking of greed, I now trave 
Pb 


attended, I sc 


by my 


members that I had brought a 


inexplicable reason none of my sidekicks 


wanted to stay long enough to 


e the first four y 
ared-off five different family 


to PAGG 
rs that I 


ong. For some 


see the staff 


turn off the lights. I do. 


Just a momentary glance behind Cliffy and 


the cashiers table, and I see Fishtales, 
the Sirpsons Pinball Party, South Park, 
Black Rose, both versions of The Black Knight 


plus literally a ton of other machines—and 


I hadn't even looked over my right shoulder 
yet to peck inside the deeply cooled mostly 
EM room. This year is my sixth annual trip to 
Pin-A-Go-Go and I've found that if you can 
get to the show early enough, that's the best 
time to knock out the wicked hot titles. Later 
on, these A-list machines will yield substan- 
tially longer lines of anxious players packing 


SW 


aty palms. I'm in my element and good 


times are forecasted today. 
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In the great hall, vendors encircle the 


center core of four 


y long rows of pins. 
Rick and his gang from Bay Area Amuse- 
ments really brought his store along. Most 
impressive to me was his mountain of gor- 
geous playfields. My good friend Josh and 

I were practically drooling over his clear- 
coated repro Centaur playfield. I'm almost 
surprised that Rick didn't make us wear baby 


bibs, as these playfields were things of real 


beauty. In addition to BAA, great vendors 
Cliffy, Josh, Craig, Mario, PinBits, Pinball 
Revival, Stern (from WA not IL) and the 
Lucky Ju Ju offered vast amounts of pinball 
goods—thank you guys! Looking around at 
all these wonderful pinball machine: 


set on 


ree play it seems to me that the majority of 
the pinball machines are for sale and some 


even appear to be under-priced. uite a few 


pins sell quickly right in front of my eyes. 


Both the sellers and the buyers look happy. 
Many newer Stern pinball machines, such as 
Spider-Man, Family Guy, Wheel of Fortune, 
Shi 


and sadly absent. 


T3 and a few others, were noticeably 


Wandering from the larger, louder and 
heavily laden solid-state pinball hall, I 
make my way into to a smaller and more 
serene room and I’m pulled pleasantly into 
yesteryear by the nostalgic bells, chimes and 
clicking score reels. In this smallish hall- or 
the EM room, I discover beautifully restored 
and well-maintained EM wood and metal- 
railed pins as well as several pitch and bat 
machines. I have a blast playing the golfing 
machine and I hope to add a machine like 
one of these to my game room someday. A 
very nice picture of the late Russ Jensen is 
respectfully displayed in his memory. In all, 


between the two halls I count 183 complete 


machines. In addition to all the pinball 
machines to play and parts to purchase, there 
is the Pin-A-Go-Go hot dog stand, pinball 
coloring for the kids, the Lucky Ju Ju pinball 
trailer, the knowledgeable and clearly visible 
Pinball Medics and a silent auction for Fire- 
power 2 and Jacks Open pinball machines. 
My vote for the most beautiful pinball 
playfield goes to the custom “HELLACOP- 
TERS” EN 
dark blue metal flake paint sti 


pinball machine. Its stunning 


looks wet 
below its clear-coated finish. A brand new 
Stern Indiana Jones (or 1JA) made a surpris- 


ing visit, much to the pleasure of the crowd. 


t was by far the shows favorite machine and 


[J4 attracted players like a magnet to steel. 
At one point, I counted fifteen onlookers 
clustered around this new Stern machine. I 
was lucky enough to get to play it twice— 


once early on and once near lights out. My 


buddy Wolfus and I waited in line for around 
an hour to give it another go. The art on IJ4S 
dot matrix display and the new Stern sound 
package was outstanding. And, yes, Indy's 
theme song is still stuck in my head. 

I'm leaving Pin-A-Go-Go with tired feet, 
a big smile plastered on my face and a strong 


feeling that the organizers of the show did 


another fantastic job. Thanks to everyone 
who brought and shared his or her machines 
as it are people like you that make this 
show so great. My hat also comes off to all 


the attendees who were friendly and polite 


despite the fact that we were all enduring 
twenty degrees above the normal tempera- 


ture, which resulted in one hundred degree 


temperatures on all three days. Driving home 


I reflect on this wonderful pin-filled day and 


I sincerely hope we can all do this again soon. 


—Steve Marion 
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pe Simulator. For some fans of the silver ball, these two words 
evoke a strong and quite negative reaction. For pinball diehards 
that are prepared to not take this article seriously, I plead for you to 
read on. There's content here that might add a little spice to your cur- 


rent level of pinball fandom. 


Pinball Simulators of Old 


Since the first pinball simulations hit the bronze arcade scene in the 
late 705, pinball true-bloods have scoffed at them as an embarrass- 
ing attempt at real pinball. And for the most part, I agree. I’m not 
prepared to present a research paper on video pinball through the 
digital age, but I can summarize my personal experience by saying that 
nothing was even close to the proper layout and aspect until Digi- 


tal Illusions created Pinball Dreams for the Amiga computer. This 


software package actually encouraged me to give real pinball a second 
chance in the late 805. Their tables made sense, with makeable shots, 
decent flow, a stereo sound package, alphanumeric displays, proper 
pinball rules, and better than average ball behavior for the time. 
Pinball Dreams had tables that felt like designer simulations for 


alphanumeric tables of the era. But it still was more video game and 
less pinball. After all, I was tapping away at a keyboard and playing a 
scrolling playfield on a monitor. 


MAME, PinMAME, and Visual Pinball 


Beyond the late 805, pinball managed to poke its head into the oc- 


casional console video game. Digital Illusions and similar software de- 
velopers seen the surge of IBM / PC gaming interest, and followed by 
created a few pinball games for that growing platform. Still a favorite 
of mine, Microsoft Pinball featured some of the best Gottlieb pinball 
machines. The simulation was as good as it gets for a computer game. 
But the biggest impact on pinball collectors came some years back 
with the creation of PinMAME and Visual Pinball. For the unaware, 
the monster arcade emulator MAME (Multi Arcade Machine Emula- 
tor) spewed out a pinball equivalent called PinMAME. Both have the 
ability to run original game code (ROMs) within their emulators. An 
emulator simply acts like something else. With MAME and Pin- 


MAME, these emulators create an environment that behaves, or acts 


like, the original circuit boards these machines had installed from the 


factory. With arcade video games, the result is displayed on a moni- 


tor, like the original machine it is emulating. Input to the emulator 


is provided from the keyboard, or for the cabinet builder, buttons, 
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Above: The Visual Pinball Recreation of Bally's Strikes and Spares 
Below: The Future Pinball version, with full 3D modelling of the playfield. 


A zs 


spinners, trackballs, and joysticks. But with PinMAME, the ability to 


connect with the emulator is much more difficult to achieve. What is 


a pinball machines output? Is it not real physical things kicking, pop- 


ping, and flipping? So PinMAME was really 
a neat software toy that allowed some of us 


to peer a bit deeper into the behavior of the 

solid state pinball machines we love. We saw 
dots on our screens that simulated the lamps 
blinking on and off, and actual game speech 

and sound from the game. 

When Visual Pinball was born, it connect- 
ed user created playfields (original, but domi- 
nantly re-created tables) with the PinMAME 
emulator. This allowed fans to design pinball 
tables with a number of flippers, popbum- 
pers, ramps, and drop targets. Visual Pinball 
is the connection that makes PinMAME 
work. They sort of talk to each other, allow- 
ing people to "build" machines inside Visual 
Pinball that you and I have played in arcades. 
"There are hundreds of real pinball machine 
titles that have been virtualized inside Visual 
Pinball. Each re-creation is married to the 
original software, playing the same music and 
speech to the best ability of the emulator. Its 
popularity and longevity continues on due to 
this connection. 


The Reality of it All 


How real is all of this? Here you have just 
one opinion, so I do encourage you to see 
for yourself. For me, Visual Pinball is a great 
reference tool. We (my pinball circle of pals) 
more commonly use it to check the behavior 
of a machine under restoration, or to preview 
a machine that we've never played before, 
rather than bellying up to the keyboard for a 
good flipping experience. Each table is only 
as good is its graphics and layout artist. In 
other words, its quite possible to play three 
different versions of a popular solid state 
machine, yet all of them look and play differ- 
ently. Probably the more refreshing titles for 
me are EM tables where the table complexity 
is minimized and the illusion easier to pull 
off. Taking this as a substitution for playing 
real pinball is much more of a challenge. My 
biggest hang-up is funky ball responses where 
the dynamics of a ball coming off a flipper 
or slingshot seem far from reality. Then 
graphically, I struggle with the graphical 
manipulations used to create lighting effects, 
shadows, or other false realisms we all expect 
in a real machine. Visual Pinball had been 
commercialized into a machine called Ultra- 
Pin by Global VR. It’s a fantastic pinball 
machine cabinet with a LCD as the playfield 
and another LCD taking the place of the 
backglass. The version of Visual Pinball they 
use was modified from the free one that you 
can download, adding improvements with 
ball dynamics, table view, and in-cabinet 
behavior. Having spent some hours playing 


an Ultra-Pin, I felt that the simulation was 
extremely flat feeling. I wanted something 
more in the 3D depth department. Ultra- 
Pin aside, you can't beat free. You can beat 
the difficult install routine though, as Visual 
Pinball must be installed and configured 
along with PinMAME. See the bottom of 
this article for links to the goods. 


Future Pinball: 
Pushing the Reality Envelope 
Sometime in 2006, a new pinball simulator 
caught my eye. It was called Future Pinball. 
It had everything that I liked about Visual 
Pinball, but taking it to the next logical level. 
As I mentioned before, ball dynamics and 
flat-looking graphics from Visual Pinball 
were killing my ability to suspend disbelief. 
But that mind-set changed as I looked over 
screenshots from the Future Pinball site. It 
blew my mind. I stopped everything and 
installed the program, pleased to see that I 
needed nothing more than the installation 
file and pinball tables to download and play 
(no ROMs!). At the time, only a few tables 
where available. I downloaded Sci-Fi Classic, 
an original creation from a trio that includes 
Future Pinball’s creator, Chris Leathley. 

This real 3D environment in Future Pinball 
compares to Visual Pinball like a home ver- 
sion of Fireball does to the commer: 


al one. I 
was amazed at just how beautiful everything 
looked, especially the lighting effects and 
reflections. There was only one problem. 

My aging PC was dying under the load that 
Future Pinball demands. I was sad, having 
found pinball simulation heaven, only to play 
it at 8 frames per second. This is impossible 
as the ball is one place, then suddenly in the 
drain without the player having a chance to 
flip. It was a serious problem since the soft- 
ware had me intrigued. At the least, I needed 
a strong 3D video card. But I decided to go 
all out and build a system that could handle 
Future Pinball. 


It Takes (PC) Guts to Play Future 
Pinball 

n today’s technical market, dual core PC’s 
and gamer video cards are all available in 
cheap flavors. Many of you reading this 
article probably have something that will run 
Future Pinball well. I took on the mission 
with a budget in mind. A decent Acer Aspire 
PC for $350 and a $100 video card upgrade 
built me a system that could take on the 
absolute best that Future Pinball had to offer. 
After installing the software and copying 
over the Sci-Fi Classic table on this budget 


desktop, I flipped away at the game like I 


had just discovered a lost pinball prototype. 
Sci-Fi Classic sucked me into that virtual 
world of pinball with rich stereo sound, 
proper pinball shots, and seriously beautiful 
graphics running at 100+ frames per second. 
Immediately hungry for more, I downloaded 
several tables from the Future Pinball’s table 
list, including one I had remembered a year 
earlier called Dead Hunters. As I played each 
table, I found myself smiling a certain way. I 
only do this when I’ve discovered something 
especially pinball cool, usually upon bringing 
a dead machine back to a playable state. As 
the night approached and my career pulled 
me away the next morning, I was actually 
thinking about how badly I wanted to get 
back to playing Three Angels, another Future 
Pinball table. This is especially strange since I 
have zever had thoughts about how I wanted 
to rush home to play something that wasn’t 
real pinball. It’s been 4 months since this new 
enlightenment has hit me. I have yet to shake 
off the ‘fun factor’ of Future Pinball. As crazy 
as it sounds, I confess that I am magnetized 
to this software in a similar way to collecting 
and restoring machines. And it’s all in the 
way that some of these best Future Pinball 
tables play. 


The Best of Future Pinball to Date 
Future Pinball doesn’t allow the use of 
original pinball code (ROMs) like Visual 
Pinball does. This detours many looking for a 
quick way to create and play Medieval Mad- 
ness, or other commercially available pinball 
machines on their PC. There are a few solid 
state tables for Future Pinball, and many EM 
tables, all of them strikingly gorgeous and 
amazingly realistic. “Popette” (Jean-Pierre 
Renault) is the author of several Future Pin- 
ball reproductions. His work stands out as 
visually stunning. If you are a fan of EM and 
ea 


&É 


y Solid State Gottlieb tables, you owe it 
to yourself to explore the long list of Popette 
re-creations. But for me, the real gems inside 
Future Pinball are the pro level original 
tables. Blindmankind Pinball describes two 
guys, Richard Dadd in Spain, and Damien 
"Centinex" Drouart from France. Together, 
they have tapped into the power of Future 
Pinball’s editor with a strong sense of pinball 
creativity, earning 3 of my personal top 4 best 
original Future Pinball tables. Dead Hunters, 
Three Angels, and Road Girls strongly define 
what modern pinball is all about. Leaving no 


detail unattended, the rulesets are as deep as 
the tables are full of eye candy. Joining the 
list is Polygame's (Steve Paradis) Big Spender 
— a game created to bring the reality of casino 
gambling to the playfield. It too demands 
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a serious look, forcing you to try your luck 


at its pinball casino. Trust me, you want to 


know more about each table. 


Best Original Future Pinball Table: 
Three Angels 

There aren’t many pinball machines that can 
pull you into a story. Three Angels does with 
a Heaven ys. Hell story. Richard explained 
that he had finished Road Girls and was 
looking for a new idea for pinball. “I thought 
that the Ghostbuster license could be a very 
nice one for a pinball. So a weekend I rented 
the two movies I took my pinball scrapbook 
and watch those movies. I remember hitting 


pause and writing down some ideas. When 
5 


the movies finished I wanted ghost, a trap to 


catch those ghosts and a team to fight against 


them. After working a little bit more on the 
idea, I left out the Ghostbusters theme be- 
cause I wanted something darker and having 
more of a good ys. evil element. I came out 
with the idea of a Ghost Hunter (that was 
one of the preliminary names that I used for 
the game), finally it became Three Angels.” 
The sounds, speech, and dark atmosphere of 


the playfield graphics suck you into a super- 


natural horror movie. Each ball you shoot is 


an angel, brought into the world to do battle 
against demons. A priestly voice introduces 
each ball to the shooter, then howling beasts, 


screams, chains, and gates opening and 


closing bring continue the sonic side of the 
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story. As Richard told me, “We wanted to 
get the players inside the game.” “We wanted 
the history to be a very important element of 
the game, not just a excuse for an art package 
and music. We always worked with that idea 
on mind, trying to bring a more immersive 
atmosphere to the game.” And you can tell 


right av 


y. The game has a unique skill shot 
and a tight lower playfield that features 3 
ocking gates. There are ramps and a ball 
transporter that send action up to the upper 
playfield. S 


completely divided into two separate halves 


ng of which, it’s almost 


with a captive ball area in between. When a 
demon is set loose, another ball enters play. 
„ose the ball and you've allowed a demon to 
escape. Capture a ball into one of the gates 


and you're one step closer to ending evil 


orev 


. While this is great, Blinkmankind is 


making it better. They're currently finish- 

ing up on a major update to the rules and 
some playfield tweaks. Richard explained 
what we can expect around the corner. "Our 
main objective is making the gameplay much 
casier to understand for players without 
losing anything of the original darkness and 
“hellish felling” of the original one. We want 
to improve the game experience, making the 
game much more fun and much more darker 
pushing the history line to the limit. Every 
element of the game has been reworked, 


from the blood extractor machine, to the 


captive ball of the upper playfield. The play- 


field art has been improved a bit, 9596 of the 
DMD animation is new and there are a lot 
of new FX and a nice new soundtrack. And 
it would include a small detail that I think 
it would improve the gameplay a lot.” Talk 
about commitment! 


Second "Can't Miss This" Table: 

Dead Hunters 

Dead Hunters has a feature that you just can't 
pull off in real pinball. There's a matrix of 
drop targets in the lower center of the play- 
field that will remind you of Space Invaders 
during gameplay. Starting up a game starts a 
menu of modes to select from. You must play 
and beat all four modes before moving on to 
the locked mode and final wizard modes. The 
previously mentioned matrix in the center 

of the playfield is where various baddies are 
spewed out to attack you. Depending upon 
which mode you are in, the number, speed, 
and location of which these guys flow down 
will vary. While this may sound like a gim- 


mick, I challenge you to give it a whirl. The 


matrix behaves like drop targets, with the 
ability to strike them from behind as well as 
in front. To pull this off, Richard and Cen- 
tinex spent a ton of time working the scripts 
and re-positioning flippers to get the shots 
to work. The result is a well balanced feature 


within a traditional tablet that works well. 
Beyond this feature, there is a low powered 


popbumper (Nuclear Reactor) surrounded 
by a spinning wheel (think Whirlwind), and 


various kickout holes to lock balls. It causes 


the ball to be thrown back into the nuclear 
reactor again and again, driving up the 


pressure of the impend ing nuclear disaster. 


Speech and sound bites from the table’s 
hero’s (Sam Thorne and Linda War) will re- 
mind old school PC gamers of Duke Nukem 
3D & Serious Sam. Indeed, you feel like 
you're playing a testosterone pumped Duke 
Nukem pinball machine with all the alien 


scum and weaponry 


you would expect from a 
game like that. As Richard put it, "The 


voices for Sam came from the game Seri- 

ous Sam. We decided to name it Sam too in 
honor of the original one. Thorne is a varia- 
tion from our tech engineer's surname.” You 
have to steer these two to victory over the 
undead. Completing a mission is a dramatic 
affair with one of the best end-of-mode score 
summaries ever in pinball! Lighting on this 
game dares your to compare it to anything 


made virtually and otherwis te 


Why integr: 


character recognition? “I think they're great 
and a fundamental part of the game. They fit 
perfect inside the game, adding some depth 


to the whole playing experience, something 
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like Rudy in Funhouse, or Red & Ted in 
WMS’ RoadSbow" 


Third "Can't Miss This" Table: 

Big Spender 

Steve (Polygame) is a professional motion 
artist and game developer from Canada. 
After being pulled towards the silverball by 
his wife, Steve started his pinball simulation 
journey with Visual Pinball. Dismayed with 
the flat plane result from the VP software, he 
looked into Future Pinball. Once his system 
was tweaked, he dove into making a game 


that reflects the Paradis’ family’s interest in 


the casino theme. You can see it immediately 
by looking over Big Spender. The theme 
includes a strong injection of video slot ma- 


chine bling. Steve comments, “I like design- 


ing video slots, but when I play, it is not to 
win money especially. It is more to get to the 
mini-game.” Looking across the playfield, you 


immediately connect with the adult theme 


park of card games, roulette, craps, and other 
casino games. In this game, you try to win big 


dollars by navigating your ball to different 


games. The table plays easily with the only 


way to drain being between the flippers. But 
don't take this game too lightly. Your ability 
to score big requires che same amount of luck 
required to win at a casino. And similar to 
real life, the bank always wins in the end. 
Taking a creative step, Steve programmed 
Big Spender to let you play until you lose 3 
balls, or until the bank earns $1 million. You 
have to plan your shots, otherwise you risk 
losing your earnings and helping the bank hit 
the $1 million mark quicker. I asked Steve 
to comment on this different direction. "I 


just wanted to have a new turn on the genre. 


I like working with odd components to give 


a sensation of stress. Ifyou play a couple of 
times, you will start to feel that Big Spender 
is really inhabited by a greedy banker who 


only wants you not to succeed? The 


sino 
audio atmosphere is right on with convincing 
speech injected to each mini-game. As with 
the others, everything is beautifully done 
causing you to inherently stoop down and 
attempt to look deeper inside the playfield. 
Steve uses a lot of visual feedback through 

a small center playfield display. It provides 
quick information without the player mov- 


ing their eyes too far away from the action. 


I should also mention that Steve is looking 
for someone willing to assist with coding his 
upcoming Future Pinball table creations. In- 
terested parties (and fans of the table) should 
contact him at info@steveparadis.com, 


Fourth “Can't Miss This" Table: 
Road Girls 


What male pinball fan doesn't appreciate 
pretty girls spread across a pinball art pack- 
age? Add a hot rod truck, cops, and a dose of 
country music and you have Road Girls. This 
table, Blindmankind' first public release, has 
one heck ofa theme that will have young and 
old men struggling to keep their eyes from 
popping out of their heads. Richard says, 
"No one knew me, so I think that I could get 
some attention from the pinball community 
if I used some beautiful and voluptuous 


women. I didn't want them to be nude, just 


some curves and nice faces. always love 


"Ihe Cannonball Run movies and everything 


related to trucks, route 66, and the deep 
South. In fact one of the initial names for 
RG was The Black Truck. I thought that 
would be a nice and very "classic" theme for a 


first pinball game: girls, trucks, policemen, a 


‘Olay, you are how 


you gotta make One Million before the bank does. 
and rime pene, 


trouble. 
are really greedy: Good news though, your silver ball is rolling 
‘casino ever, and the payoffis insane!!! 


ba the sn 


ake your place on the hot scat 
[ses eon hierar n 


sheriff and a lot of miles" They integrated all 


of these elements into a well rounded game 
“Road Girls” as 


part of the mission, while steering away from 


that will have you picking up 


the police. 


e 


peaking of the Road Girls, “ 
RG are from Mrs. 
Carlos Cartagena. I’ve been lucky of working 


The girls on 


Jessica Dougherty and Mr. 


with Mr. Cartagena and I must say that he is 


a truly artist, a great professional, anda very 


cind man. His work has been recognized as 
brilliant, so I felt honored of having his girls 
on RG?” 


each mode, but I'll leave you to try and figure 


There’s a lot more to accomplish in 


it out. I personally have a hard time getting 


past all the playfield eye candy. 


Rob’s Favorite Recreated Tables 
This article is surely pressing the limits of our 
fi 


‘Gotta Play’ re-created commercial tables. In 


arless editor's patience. So I'll just list these 
no particular order, my top 5 are: 

Gottlieb Queen of Diamonds 

Gottlieb Fast Draw 

Bally Centaur 

Bally Eight Ball Classic 

Bally Fathom 

"There's many more, but these are the most 


Played at my house right now. 


How would Future Pinball do in a 
real pinball cabinet? 

had the uncontrollable urge to build my 
own Ultra-Pin, 
^inball for Future Pinball. In looking for 


ept ditching Visual 


others who had made the journey, I stumbled 


upon Polygame (Steve) from Canada (see 


Big Spender above) and Jon from the UK. 


Soon, I was collaborating with several folks 


around the globe. We all eventually built our 
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own custom Future Pinball cabinets with 
great success. Next month, I'll share a little 
on their projects, and show you in detail how 
built my Future Pinball cabinet, Mini-Pin. 
ronically, while all of this work was in prog- 
ress, Future Pinball’s creator Chris Leathley, 
entered into an agreement with Nanotech 
Inc. along with Blindmankind Pinball and 
Polygame to eventually bring you a commer- 
cial product called Multi-Pin. While these 


press releases are still warm from the printer, 
can share this much. It will be similar to 

Global VR's Ultra-Pin, but feature the Future 

Pinball foundation along with the original 


tables I selected for this article (good taste 
on the table selection committee’s part!). For 


commercial purposes, I think this will result 


in a better chance of success for their product 


as newbies will be i 


tially drawn to the table 
by itse 


-catching graphics, while pinball 
players will be willing to spend time learning 
new professional level tables with all the dif- 
ferent modes of play they offer. The product 
isn't marketed towards us handymen (and 
women) who like to dig into the woodshop 
and DIY. And the Future Pinball author 
actually gives us his support and kudos on 
our creations (see the interview on this 
page). So tune in next month as we explore 


a project that has been a ton of fun to build, 
and gained serious interest by everyone that 


walks by it. If you happen to be at The Heart- 
land Supershow (Sept. 19^ & 20%), youll get 
achance to play it in person! GR 


For those wanting more on the design- 
ers of Three Angels, Dead Hunters, Big 
Spender, and Road Girls: | managed to get 
great interviews from these guys, and have 
more details to share from their designer 
perspective, including stories on how they 
initially found an interest in pinball. If you 
want to know more, drop mea line at pop- 
bumper@gmail.com. If enough people bug 
me about it, l'Il at least drop a side article on 
‘the rest of the story’. 


Future Pinball www.futurepinball.com (Fu- 
ture Pinball Install files, tables, links to table 
sites, forums, etc) 


VP Forums www.vpforums.com (Visual Pin- 
ball installs, tables, and discussion - requires 
you to create an account) 


IR Pinball http://irpinball.ztnet.com (Future 
and VP tables, Visual Pinball Install) 


Nanotech's Commercial Multipin 
www.nanotechent.com/multipin.php 


Blindmankind Pinball http://www.pinball- 
hispano.net/blindmankind/ 


Steve Paradis / Polygame personal website 
www.steveparadis.com 


46 


GameRoom| September, 2008 


One on One with Chris (Black) Leathley, 
The Creator of Future Pinball 


wanted to know just what possesses 

a person to pour countless hours into 
making such a complex mechanism as 
Future Pinball. If you know anything about 
programming, you have to stand in awe of 
this application. | originally had intentions 
of dropping pieces of this interview into the 
Tales of the Silverball column. But after read- 
ing it over, decided it is best to let it stand on 
its own legs. So without any further delay, 
I give you the Australian pinball simulator 
mad scientist, Chris Leathley. 


Give me a little background on your pin- 
ball interests ... 

My Interest in Pinball stems from being a 
technician in the late 80's for an amuse- 
ment chain called TimeZone and for Leisure 
and Allied Industries which was the major 
importer of pinballs in Australia. | used to 
love setting them up, brand new out of the 
box, and maintaining them on site. (When 
cleaning Black Knight 2000 | would put 

it into sound test and listen to the theme 
music.) My friends where always much bet- 
ter players than me, and used to come to 
work to play the latest Williams Prototypes. | 
remember once playing a early Earthshaker 
(which had the building which went up and 
down) and getting the ball stuck on the 
building and watching it hit the glass each 
time the machine raised and lowered the 
building while in ball search mode. As for 
collections, | have a Williams Space Station at 
home and have added a Williams Whirlwind 
and Bally Fireball. Ironically both having the 
same Whirlwind Spinner mechanism. My 
Dream machine would be a mint condition 
Black Knight 2000. But given that pinball 
machines are starting to get rare in Australia, 
| don't see that happening much. 


What was your motivation in getting in- 
volved with Visual Pinball (VP) originally? 
| first saw Visual Pinball in 2000 and immedi- 
ately wanted to do Black Knight 2000 for it. 
That involved writing a lot of code to control 
the displays, music, lighting, etc., which | 
felt should of been in the main program as 
it would of been easier for other people to 
do the same. | contacted Randy Davis (the 
original developer) explaining what | would 
like to add to the program, and he allowed 
me into the team. For a while we both had a 
bit of fun developing new features for VP. 


Why did you switch from Visual Pinball 

to Future Pinball? 

Mainly due to frustration. Randy Davis 
tended to vanish for months at a time, so 

| was doing all this work, wanting it to get 
released and having to wait more months 
for Randy to get back into Pinball enough to 
want to release another version. | was also 


getting tired of the bickering at the pinball 
forums. After leaving VP, | worked on a Jump- 
man game with Randy Glover which was a 
favorite game of mine on the Commodore 
64. After a few years (2004) | got itchy for 
pinball again and thought about writing my 
own pinball construction program. | quickly 
modeled up a bumper, put it on a playfield 
graphic, and flew around it in 3D. At that 
point | knew what | wanted to do. 


What excites you the most about the 
Future Pinball engine? 

It's very dynamic. Being able to design your 
own tables and being able to view them 
from any sort of angle is really cool. Unlike 
Visual Pinball which draws the playfield only 
once and animates static images, Future Pin- 
ball draws the table on every frame, which 
allows for far better visual effects (translu- 
cent plastics, better lighting, reflections, ball 
mirrors etc..). And because it takes advan- 
tages of modern day hardware, it is far more 
expandable to add in new features such as 
real time shadowing, better reflections etc. 


I’ve downloaded the Newton Game Dy- 
namics "Newton Playground" and found 

it literally hours of fun with good detail. 
How did you find this engine and inte- 
grate it into Future Pinball? 

| was looking for a good physics library 
which was cheap (or free) and would allow 
me to do some of the demanding things a 
pinball simulation requires. Most other phys- 
ics libraries focus on getting things done 
very quickly, and as such, take a lot of short 
cuts (i.e., it only has to look right). As pinball 
is based on the outcome of that (i.e., a ball 
hitting a wall has to behave the same way 
each time), it was more important 
engine that provided a proper simu 
as opposed to an approximate simu 
Newton fitted that bill quite well and i 
grated quite easily with my engir 
perfect, but I’m reasonably happ: 


portant was it to have someone (Martin 
Antholzner) create models of pinball 
parts for FP? 

Martin has helped immensely with high 
quality models to make Future Pinball look 
as good as it does. We have over 1000 mod- 
eled components based on real pinball parts, 
which Martin has worked on over the years. 
Having somebody on the team who loves 
pinball that much was a true godsend. In the 
early days, we took lots of measurements 

of the parts we had and Martin has been 
steadily buying more components to make 
the models we do have even more accurate. 


How is the editing approach different 
than VP? 

Well, obviously they both are designed to 
allow the user to create pinball tables. One 
of the things that was annoying about Visual 
Pinball was that to make a reasonably look- 
ing table took a lot of time and a fair bit of 
patience. If you wanted something as simple 
as a peg, then you had to shape one out of 
walls. If you wanted it to actually look like 

a peg, then that took even more time to do 
with all the layers. One of the things | really 
wanted with Future Pinball was to take all 

of the pain out of laying out a table. Things 
were designed to allow for standard compo- 
nents to be placed down. As we have quite a 
large selection of models, this makes things 
so much easier for the end user. 


Everyone that has ever tried FP with a 
powerful 3D card surely enjoyed the real- 
istic pinball simulator experience that FP 
delivers. Yet the average PC struggles to 
run FP at the medium graphical settings. 
How might you advise users in order for 
them to get the best experience with FP? 
When developing FP, we aimed at decent 
game play on what was a mid-range card at 
the time (an nVidia Geforce 6600GT), which 
are now old and cheap. If their machines 
struggle a little, then use the minimal set- 
tings. At the end of the day, Future Pinball 
is a modern 3D application, and much like 
most games these days requires a semi- 
decent machine to play. 

We do try to keep things optimized as 
much as possible though. For example, each 
on screen component is usually made up out 
3 to 5 individual models which are used to 
make up the final render. Obviously the total 
pi count (a polygon is lowest level 
video card renders with and most 
s in Future Pinball will have 300-2000 
lygons each) is very important to keep the 
— game running at a decent speed. 

So we break up the models to do specific 
purposes. For example, the flipper you see 
on the top of the playfield doesn't have a 
base to reduce the number of polygons 
needed to be drawn. But that means we 
can't use it to draw the reflection using this 
model, which has to draw the flipper upside 
down (as if reflected). That would have a 
hole in the reflection. Also the FP logo on 
the flippers isn't seen, so it's a waste of time 
to draw it. So we use a second model which 
has the base, but doesn't have the top. It 
may seem like a lot of work, but it can save 
having to draw several hundred polygons. If 
multiplied by the number of components on 
the table, it adds up to quite a lot. 


Knowing that you've poured a large 
amount of time into FP, how satisfying is it 
to see the creative minds of future pinball 
table designers? What else do you find 
satisfying about this project? 

| love looking at the work that people put 
into their creations. Obviously everybody 
has different levels of skill, but it's nice 
seeing the little tricks that people come up 
with, and the amount of detail they put into 
their games, like all the various screws and 
bolts which don't actually do anything, but 
just give the table that professional look. 
l've always been big into game creators and 
enjoy making something that other people 
can use. 


What are some of your favorite FP table 
creations and why? 

That's probably quite a hard one as there 
have been (and still are) quite a lot of good 
table authors for Future Pinball. The obvious 
stand outs are Richard/Centinex (Blindman- 
kind Pinball) for their gorgeous graphics and 
deep game play. 3 Angels would have to be 
favorite of their tables as it reminds me a 

lot of the Black Knight 2000 theme with its 
dark overtones and rich lighting. Pinwizkid 
has done some very nice tables, and his 
new Blue vs Pink table is looking awesome. 
Steve Paradis'Big Spender is also at the top 
of my list with all the toys on the table and 
the overall look. This isn't to discount the 
total dedication that people like Popotte 
(Jean-Pierre Renault), Greywolf, and Leo 
have done at recreating the old classics with 
newly redrawn playfields and plastics. | try 
to play every table that comes out, and most 
of the time there is always something that 
surprises me. 


Looking at recent press releases in the 
coin-op industry, it appears that you have 
come into a commercial agreement with 
Nanotech for them to produce a com- 
mercial product (MultiPin) featuring FP 
and several key tables. How are the com- 
mercial FP and the freely downloadable 
versions different? 

Well the commercial version is standalone 
(i.e., it doesn't have the editor) and has sup- 
port for the various new video modes, as 
well as extra functionality to suit the coin-op 
environment (coin, replays, analog controls). 
It also allows for competition modes as well 
as integrates into their front end / table 
launcher for live updates, configuration etc. 
Apart from that, most of the changes I've 
made (dual screen, command line tweaks 
etc.) are already in the downloadable ver- 
sion. 


Will the commercialization of FP change 
the future of the FP software that we've 
come to know from you? 

Not really. They have their version and | have 
mine. | have access to their changes and can 
freely implement them if | wish. | have my 
own plans on where | want Future Pinball to. 
head in the future. 


Who (demographically) is Nanotech tar- 
geting the MultiPin product to? 

There are two target markets for MultiPin. 
Oneis the traditional arcade space. Many 
pubs and similar facilities only have room for 
a single Pinball machine. Having a multi- 
game machine that is able to cycle through 
multiple tables, and upgrading new tables is 
a huge bonus. The team has a lot of experi- 
ence with many of them from UltraCade 
Technologies, the most successful multi- 
game classic arcade machine. The mix of 
new original tables and classic recreations 
provides something for everybody in the 
coin-op environment. 

The other market is the home game room 
market, which is very big in the United 
States. Again, people often have room for 
one or two machines in their game room, 
and having a multi-game pinball machine is 
a very desirable option. 


How do you think MultiPin will compete 
with UltraPin (historically)? 

Since UltraPin is no longer being manufac- 
tured, there isn't much to compete with. 
UltraPin only ever had the 15 tables made 
available for it and no upgrades were ever 
released. The MSRP price is also not a big 
deal since that is merely the "suggested" re- 
tail price. Many outlets will have substantial 
discounts from the MSRP. 


There are a few of us out there that have 
mustered the energy, passion, and drive 
to build our own cabinets. You've been 
very positive and encouraging to us on 
the forum. Considering the upcoming 
MultiPin product, how do you feel about 
people making their own cabinets? 

We don't see the hobbyist as a conflict to the 
MultiPin product. Those people that are will- 
ing to put the time and effort into building 
their own product most likely are not going 
to buy a turnkey solution. The online forum 
hobbyists that like to “Do it Yourself" are 
great, and a huge part of the pinball market, 
but don't really fall into the target demo- 
graphic for the MultiPin machine. 


Thanks, Chris for the good discussion, and 
best of luck with the MultiPin endeavor. 
Keep the creative juices flowing with 
Future Pinball! GR. 
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“American History Illustrated" 
about pinballs. I realized after 
reading the article, chat here was 
something very “Americana;” ^ 
it began here, flourished here 

sted the times in which ,. 


passion was born! 


> 


My first machine purchased was a some- 
what nondescript one called “Aztec;” I saw 
it advertised in the paper and immediately 
purchased it as my “Christmas present.” 
Although not a great pin, it put me in 
EI 


bought 3-4 other machines (including “Fire,” 


contact with another hobbyist and restori 


a pitch and bat baseball machine, and a big 
ball bowler) from him and he showed me the 
basics of restoration. 

Later that same year I bought, according 
to the article, the top collectable game “Fire- 
ball" (pictured with my wife, Judy, in the 


photo). I bought it unseen from a collector 
in California. Although I don't recommend 
this method, the machine was in beautiful 
condition and became my pride and joy. 


continued to acquire pins over the fol- 
lowing years and branched out into jukebox- 
es and the old "Penny Arcade" arcade games. 
With each machine I would spend weeks 

to months in my spare time restoring chem 


mechanically and perfecting the cabinet to 


its original state. I would, however, only buy 
machines that had near perfect playfields 


and backglasses. I never acquired the skill 
to make worn ones as perfect as I wished. I 
even found time to restore a 1951 MGTD, 
pictured in the photos. 

Our downstairs game room quickly 
became over full and I began to encroach 
space from the rest of our house—putting 
a machine here and there. After several 


s been 


more years, my wife (who has alw. 


supportive and helpful to my hobby) no 
longer bought my arguments as to why a 
certain room of our home needed a “touch of 
Americana.” Besides, our four daughters had 


grown up and grand children were arriving; 


we needed the game room to be available for 
them and “kid friendly.” 

Fortunately, we had a beautiful barn 
on our property. I had the top floor of it 
converted to a paneled, carpeted, heated and 
air-conditioned room. I moved 25 or my 
machines (taking advantage of my “former” 
friends help!) into my new pinball room. 
However, my acquisitions and restorations 


continued, and I soon outgrew that space. So 


we added a 40 foot by 24 foot (paneled, car- 
peted, etc.) room, with a second workshop, 
onto the barn. Now I moved the majority of 


the remaining machines from the house to 


my new “pinball room,” taking advantage of 
the youthful strength of several of my son-in- 
laws! We left only about 12 machines in the 
house game room—suitable for grandchil- 
dren to enjoy. 

My most valuable and treasured machine 


(pictured with me in the photos) is Illinois 
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Pinball Machines 


Gottlieb: Bally: 

e Flipper Clown e Fireball 

e Flipper Cowboy e Balls-a-Popin’ 
e Flipper Fair * Old Chicago 
e Flipper Pool e KISS 

e North Star e Tahiti - Bingo 
e Paradise (4 player) 

e Play Ball Williams: 

e Slick Chick e Turf Champ 
e Guys-Dolls e Nags 

e Cinderella e Crossword 

e Lady Robin Hood e Yanks 

e Humpty Dumpty e Funhouse 

e Bordertown e Getaway 

e Paradise (1937) e High Speed 
e Electronic Scoreboard e Star Trek: The Next Generation 


Other Pinball Machines: 

e Capcom (Illinois Pinball): Big Bang Bar 

* Chicago Coin: s 

e Exhibit Supply: Lite 

e Genco: Bubbles 

e Jennings: Sportsman 

e Rockola: World's Fair Jigsaw, Words Series 


Pitch and Bat: 
* Williams: 4 Bagger, Grand Slam, Official Baseball 


Arcade Type Games 

e Pacific Amusement: Pamco Palooka 
e Southland: Little Pro 
* Chicago Coin: Mark III Speedway, All American Basketball, 
Hunt Club, Funland (Rifle Game), Twin Hockey 
Seeburg: Shoot the Bear, Skee Ball 
Bally: Challenger Bowler 
United: Sky Raider (Machine Gun Game) 
Capital Projector: Midget Movie 
Gottlieb: Bowlette 
Williams: Sidewalk Engineer Crane 
Bimbo the Clown 
Ride Big. Bronco (Mechanical Horse) 
“Trucky” (Gumball Machine) 
ABT: Target Skill 
Official Sweepstakes (Horse Race Game) 
e Frantz: Kicker-Catcher 


Pop Machines 
e Pepsi: Vendorlator 
* Coca Cola: Dual27 


Juke Boxes and Scopitones 

French Scopitone 

American Scopitone 

Wurlitzer 10 15 with original wall box and remote speaker 
Seeburg 100 C with original wallbox and teardrop speaker 
Seeburg 100 R 

Chicago Coin: Band Box 

Seeburg 33 1/3 album jukebox with remote controls; to two 
sco speakers 
e Seeburg 200: 7 inch 33 113 records; to two teardrop speakers 
e AMI Rowe 200: 45 jukebox with original wall box 

e Maxx II Video Laser Disc System 

Pachinkos 

e Tribute to Marilyn Monroe 

e Star Wars 

Slot Machines: 


e Mills 1947 Hightop 
e Circus Day (Picture slot) 


ceoceoeo woe wee ee 


jal 
[i 
H 


Pinball's Big Bang Bar. Gene Cunningham lives close by and he has 
become a good friend and a great help to me over the years. My latest 
restoration, with restoration parts from Illinois Pinballs, were two 
KISS machines—one for Gene and one for my collection. 

I'm once again out of room for any other machines, so I'm again 
considering my options. Perhaps I will sell my collection (except for 
one or two) and start over again. 

As of this date I have 34 pinball machines, 3 pitch and bat ma- 
chines, 7 jukeboxes, 2 scopitones, and 10 table top and miscellaneous 
machines. I am more than happy to meet other collectors and show 


them my collection; let me know if ever in the Central Illinois area. 


David Webb is a Family Physician, married 39 years to his high school 
sweetheart. He and Judy have four adult daughters and six grand- 
children (with one more on the way!) He can be reached by e-mail at: 
david.webb@carle.com 


Want to see your game room published in GameRoom 
Magazine? 


Want a free GameRoom T-Shirt? 
Submit your photos and game room story today! 


info@gameroommagazine.com 
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ELDORADO GAMES 


FLAT RATE BOARD EXCHANGES 


VIDEOS - From Space Invaders to 
Champions 

PINBALLS - All Bally, Stern and early 
Williams 

HARD TO FIND PARTS available 
including manuals and schematics 
CLASSIC GAMES Bought & Sold 


LOW RATES 
FAST SERVICE 
CALL FOR PRICE QUOTE 


(417) 471-1005 
115 W Dallas St 
Mount Vernon, MO 


65712 
Fax (417) 471-1006 
www.eldoradogames.com 


OPERATOR RETIRING! | 
MASSIVE LOT SALE! 


pasenpali: lO li 
roozDall e Chexx e 5eeDurgs 
fables e Video Games e Pa 
»uppiies e Electronic Parts Des 
€»t dria onep Equipme 
Many, many more extras! 
best OTrel 2 Wi JOU 
all to receive a faxed list of all ite 
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Be a Part of the Gommunity Today! 


VGE¥O 


VIDEO GAME EVOLUTION 
HHWH.YVGEYVO.cORM 


Connect with other gamers at VGEvo.com! 
This online portal will quickly become your 
home for gaming news, links, media and 

social networking. Our multi-tiered memberships 
offer a range of advanced features including: 


Forums ¢ Chatbox e Blogs e In-House Articles 
Photo Albums * Arcade * Podcast Network 
Classifieds e Feeds e Gaming Clans e and More! 


Players, hobbyists, collectors, 
developers welcome. 
VGEvo spali of video 
games from Pong to PS3 and beyond! 


and Trickman Terry of EGM fame! 


www.vgevo.com 


A property of 


For your weekly gaming audio fix, check out the VGEYO Podcast Network? 


600 


VGE WO Merchandise 


Purchase these items and more - directly from www.vgevo.com 


VGEvo Pixelations — Our collectible, hand-crafted 
retro bead magnets and keychains 


Mention code GROB NEW! 


when teron Special features, 
vg d get a interviews with 
FREE, si Gold gaming celebs, contests, 


Membership upgrade! auctions and more! 


Celebrating 20 Years sic vto I ARCADE m SLOTS W SODA POP 


GameRoom 


Flashback: 2003 EEn 


February, 2003 marked an end and a beginning. First, the end- 
ing: this was the last issue published in New Jersey, as Tim and 
Jacqueline Ferrante packed up and moved from Keyport to Land 
O Lakes, Florida. Having had some personal experience with 
moving a magazine, I suspect the move was anything but simple! 
(more on my adventures when we reach 2006!) 

And the beginning? This issue marked the premiere of what 
would turn out to be a very popular GameRoom feature, Tim 
Ferrante's You've Got to Be Kidding Me! column. Each month, 
Tim would take a look at one of the more offbeat, unusual, or just 
plain wierd coin-op creations that have graced (or disgraced) the 
industry throughout coin-op history. The “hall of shame" was as 
broad as it was hilarious, including games such as Flys and Boonga 
Boonga, even highlighting a crane game that had live lobsters as 
the prize! Mmmm... lobster... 


Joe Petrone's Fab Ga 
Pinball Memories B. 


And You Guessed It... 


ee tid 


P Jockey Great ee LUE 
Kevin Steele, Editor And Derby Hopeful, Rosetide 
GameRoom Magazine : 


YoU ’ve GoT TO Be KIDDING Me! 


IMPORTANT NO 


GameRoom 


Magazine 


I$ RELOCATING! 


Americoin s FLYG 


by Tim Ferrante 


WE WILL SOON BE MOVING 
TO OUR NEW LOCATION! 


DIFFERENT STATE, DIFFERENT ADDRESS, 
DIFFERENT PHONE NUMBER 


WEBSITE & EMAIL ADDRESSES WILL REMAIN THE SAME 


WATCH THIS SPACE FOR NEW INFO 


Thank Vou Patrick Kubricky/A-t Jukebox for permitting GamtRoow to occupy page 5, your usual ad space. 
His full page ad can be found on Page 9 for the next few months. 
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Lemember 
hem Well... 


by Bruce Moyer 


Last time I left off, there was no pin- 
ball in the Moyer household. I remember 
saying to my wife, now that we're settled 
into our new home, “Gotta get a pinball 
machine!” | went over to my favorite op- 
erator and checked out his FOR SALE 
row. There was a Gottlieb 4-player Con- 
test. I checked it out and took it home. 

This game allowed four people to 
compete and offered a 10 replays award 
for a double match by players 1 and 2 or 
players 3 and 4. This was a typical multi- 
player from D. Gottlieb Company for 
this era. 

We had a game from October of 1958 
and the year was 1966 (late in the year). 
Since we often had more than four 
people waiting to play, I had the game set 
on 3-ball play to keep the turns going. 
As for replay levels, I set them at 1100 
- 1500 - 1700 - 1900 points which, for 
most players, should have been a 5-ball 
score. I have a Contest but I've had so 
many issues with it, including the back- 
glass breaking, that I reluctantly parted it 
out. The game I had back then ended up 
in a friend’s home but where it is today, I 
do not know. 

Contest had two roll-under gates at 
the top which alternated to turn the 
cyclonic kickers by the lower flippers and 
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Bruce Mo’ 


the pop Ww on ves upper field on or 
off. This meant a skill shot right from the 
start of the ball. 

Yes, I said lower flippers because there 
are two flippers half way up the field. 
These flippers provided some skill shots 
because there were two targets, one 
directly above each flipper, which could 
score anywhere from 10 to 500 points. 

And don't forget the third target 
which was in the middle above the top 
pop bumper. This target was accessible 
from either flipper and scored 100 points 
each and every time you hit it. Imagine 
getting between this target and the top 
pop bumper. Yes, you could ring up sev- 
eral hundred points lickity split. 

You also had two bumpers up top, one 
on each side by the upper flippers, which 
scored 5 points and spun the roto-target. 
This randomly turned the lights on to 
increase the value of the roto-target, the 
two side targets up top and the gobble 
holes by the roto-target. They would 
usually turn off the increased value on 
the next hit. Also, there were two passive 
bumpers, one by each out lane, at the 
bottom of the field, which also scored 5 
points and spun the roto-target. Oh, the 
fun of making a hit on the roto-target 
or the upper targets for those big scores. 


You could even take losing the ball in a 
gobble hole if the score was worthwhile. 

"Ihe side out lanes alternated for 10 
points or 100 points. Of course, you 
didn't want to tilt because your game was 
over although the other players could 
still play. What was worse is that you 
couldn't be part of a double match if you 
tilted. 

Yes, this game was a lot of fun and 
several months back, Jeff Lawton sent in 
a photo from the time I was at his place 
down in Cincinnati. Jeff has a really nice 
Contest. I know how to tell if the match 
number is on an odd or even number 
so I know if or not to let the ball drain 
with hopes of hitting the 10 replays. Jeff 
played a great game but, not only did I 
take care of Jeff but I set up double 8’s on 
the 3rd and 4th players. Guess what? Yes, 
the 8 matched and on went the replays. 
We had 20 replays on the wheel and a 
moment which we will both remember. 

Finally, I sold chis game when I fell in 
love with a Gottlieb Big Casizo. Here 
is a game which you either love or do 
not HA at all. I']l talk about this contro- 
versial classic in my next article. There 
would be dozens more pinball games to 
come into my home and my life and yes, 
“I Remember Them Well? GR 


—&. AUCTION GAME SALES £— 
GIANT COIN MACHINE 


CONSIGNMENT AUCTIONS 
700-1000 PIECES AT EVERY SALE 


AUCTIONS START AT 10 AM DAY OF SALE 
EQUIPMENT CHECKED IN: FRIDAY (day prior to sale) - 11 a.m. until 9 p.m. & SATURDAY (day of sale) - 8 a.m. until 10 a.m 


SEPTEMBER 6TH, 2008 OCTOBER 18TH, 2008 


KINGSPORT, TN WINSTON-SALEM, NC 
MEADOWVIEW CONFERENCE RESORT & DIXIE CLASSIC FAIRGROUNDS 
CONVENTION CENTER EDUCATION BUILDING 
1901 MEADOWVIEW PARKWAY, KINGSPORT, TN 37660 410 DEACON BLVD, WINSTON-SALEM, NC 27105 
MARRIOTT - 423-578-6600 HOLIDAY INN SELECT - 336-767-9595 


OCTOBER 25TH, 2008 NOVEMBER 8TH, 2008 


BALTIMORE, MD KINGSPORT, TN 
MARYLAND STATE FAIRGROUNDS MEADOWVIEW CONFERENCE RESORT & 
COW PALACE 


CONVENTION CENTER 
2200 YORK ROAD, TIMONIUM, MD 21093 1901 MEADOWVIEW PARKWAY, KINGSPORT, TN 37660 
HOTEL INFO COMING MARRIOTT - 423-578-6600 


* NO BUYERS PREMIUM FOR OPERATORS AND DISTRIBUTORS * 
Consignors pay a low 10% commission rate with $10 entry fee per item 
No mimimum piece requirements—all consignors pay the same low rates 


ARCADE GAMES e PINBALLS e JUKEBOXES e REDEMPTION EQUIPMENT e POOL TABLES 6 


AIR HOCKEY e DART GAMES 


COUNTERTOP TOUCHSCREENS e KIDDIE RIDES e CRANES e FOOSBALL e CHANGERS e AND MUCH MORE 


TERMS: Full payment day of auction. Cash, Credit Card, Cashier's Check or Company Check with a current bank letter of guarantee (no excep- 
tions). No personal checks! 


e SALES TAX: Applicable state and local sales tax must be collected unless you provide a current copy of your sales and use tax permit. 
e Inspect all equipment and games before you bid. All Equipment and games are sold as-is, where is, with no warranties expressed or implied. 
H 


13% buyer's premium (3% discount for cash) OPERATORS EXEMPT - Operators pay only a $10.00 per item fee to purchase. 
e Consignors paid in full day of auction. 


FOR MORE INFORMATION OR TO BE ADDED TO OUR MAILING LIST 
PLEASE CALL 1-800-551-0660 OR VISIT US AT 


— X. WWW.alictiongamesales.com .£— 


TN LIC 1623, NC LIC 6042, TX LIC 7256, VA 16216 


VMEIVOOM Reviews 


William Dana Bartlett's 
Miami Digger 
The Birth of the Nickel Digger 


Price: $10.95 
James Roller 
www.jamesroller.com/vintage 


The story of the Miami Digger (also more 
commonly known as the *Nickel Digger") is 


a sad saga, a truly rags-to-riches-to-rags tale. 


A predecessor to the modern crane game, 
diggers were created early in the 20th century 
as carnival amusements, where you could 
invest a nickel for a chance at a silver dollar. 
William Dana Bartlett was the inventor 
of the Miami Digger, and he was an entre- 
preneur and designer who went beyond 
just creating a reliable gaming device—he 
also thought out the entire “digger” experi- 
ence, with a custom-designed booth, easy 
maintenance during operation, and a trained 
staff. In many ways, this was one of the first 
“franchise” operations. Started during the 
great depression, these nickel diggers were 
enormously popular and made William Bar- 
tlett a wealthy man. The paradox of becom- 
ing a rich man, one nickel at a time, during 


one of the United States’ worst economic 


crises is just one of the many incongruities of 
Mr. Bartlett’ life. 

The digger’s success was unfortunately 
cut short by both the hand of God and of 
Man: William Bartlett died unexpectedly at 
48, and only a few short years later the US 
government banned interstate transport of 
diggers, a death blow to a carnival-based idea. 

The Miami Diggers were suddenly stuck 
wherever they had happened to be at the 
time the legislation went into effect, and 
most were simply abandoned on the spot or 
thrown into the nearest dump. As a result, 
this fascinating bit of coin-op history is all 
but extinct, with only a handful of surviving 
machines. 


James Roller’s book about the Miami 


Digger chronicles the entire rise and fall of 


the diggers, including photos of the carnivals 


that were their sole reason for existence. It’s 


a short read, but an enticing look into a time 
long gone, where the travelling carnival was a 


“once-in-a-lifetime” event. 
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Above Left: Author James Roller poses with a digger from his personal collection. 
Above Right: One of the few surviving Miami Diggers 
Below: William Dana Bartlett’s Miami Digger patent application 
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WAREHOUSE RAID 


What every fan of pinball dreams 


DVD Special Features about: going on a coin-op treasure 


e TILT - The Art of Pinball Documentary | hunt! Join hosts Rob and Steve 
* TILT - The Art of Pinball Private Roundtable Discussion | 


+ Tour of the Gene Cunningham Collection and Big Bang Bar | as they discover an amusement 
* Heartland Pinball and Arcade Supershow - The First 3 Years | 4 
e Warehouse Raid Commentary and Deleted Scenes | operator T old game stash and go 


— on a "warehouse raid," discovering 


; uncovering an amazing wealth of 
pinball treasure! 


Order Online 
Today! 


Or Call (440) 
312-0728 


DiC [potsy] DVD contents and Design Copyright 2008 
VIDEO DIGITAL  ©byPopbumper.com. All Rights Reserved. 


Fabulous 20 


& 60's Malt Shop 


Decor aud Hecessoniea for You llf 


Booths * Tables e Chairs e Stools e Moldings 
Metal Trim * Lighting Fixtures e Quilted Stainless Sheets 
Counter Accessories and much, much more - 


all Restaurant Quality - and all at Discount Prices !!! 


Send $3.00 today for your 
Gino's Malt Shop Collection Catalog to : 


Gino's Malt Shop 


301 E Main St. 
Carnegie, PA 15106 


(412) 429-7632 
Prom those good old days when Sex wae safe, 
Wot Rods were dangerous, and Tato was a singer LLL 


To consider Price alone, without Quality, is to misunderstand the meaning of Value 
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The Money Genie is out of the bottle: 


Your Cash is My Command! 


Older coin-operated equipment is bringing in more 
money than it ever has in the history of the coin-op 
industry! Isn't it time you cashed in? Super Auctions 
will buy it directly from you or act as your agent and 
sell it at auction for you without headache or hassle. All 
you have to do is call — we'll arrange pickup and 
transportation — GUARANTEED!* 


Why is your warehouse exploding with older non-revenue 
producing equipment in the first place? Most operators will 
have to think about that question. Some will say they've 
always done this and soon end up with warehouses busting at 
the seams. Others feared years ago buyers would buy their 
equipment, then turn around and steal their locations. But ask 
yourself: Is that money sitting idle in your warehouse while 
you wait for the best time to sell? Well, now is that time! 


We don't cherry-pick! 

We've met operators who avoid so-called “buyers.” Experience 
tells them these buyers are cherry-pickers, interested only in a 
few select pieces that have become classics. We don't cherry- 
pick. We buy your new, your old, your tired and your poor — 
we take it all, working and non-working: pinball machines, 
video games, pool tables, kiddie rides, jukeboxes and 
more. And with our efficient crews, your warehouse can be 
emptied and ready for more, usually in just one day! 


*minimum quantity required 


Can you make more selling through an online auction site? 
Not likely. Most buyers are after a mere handful of the classic-type games. Though 
you may have a few of these, chances are most of your stored equipment are filler- 
type games, the kind most buyers wouldn't touch. Super Auctions specializes in ALL 
used equipment. We've conducted amusement auctions in more than 17 states — 

we know how to re-market all types of coin operated equipment. We can dras- 4 


tically improve your bottom line selling your equipment at auction or buy- 
ing it all from you right now! 


How much money have you lost today? The clock is tick- 
ing... 

How much cash do you lose everyday in rent, labor, utilities and insur- 
ance storing non-revenue producing equipment? Even if you own your 
own warehouse, aren't there more profitable uses for your building than 
storing dust collectors? 


Limited opportunity 

We're in a bull market, but how long will it last? The current state of the coin- 

op industry indicates more and more used equipment will flood the market 

very soon, driving prices way down. Don't wait til it's too late! Sell or auction 
all your freeloading equipment today! 


Fax your inventory to (562) 592-3929 
Call us at (714) 535-7000 
Email us at 

auctions dslextreme.com 
All inquiries 

strictly confidential. 
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eBay and the Economy 


here’s still some debate among economists as to whether or not 
our country has technically been in a recession, but one thing is 
certain: people are struggling. Higher costs for gas and food, decreas- 
ing home values and uncertainty about employment have created a 
perfect storm that’s hitting people squarely in the wallet. 
A few weeks ago, I read an article in the paper about folks who 
were putting up cherished family treasures on eBay in order to ease 


some of their financial hemorrhaging. Although these sellers hoped 


to make ends meet by getting rid of their collectibles, they found that 
the tough times have also reduced the pool of potential buyers, result- 
ing in fewer bidders and lower-than-hoped-for profits. 

Predictably, the coin-op hobby has not been immune from these 
economic doldrums. Jukebox and slot machine sales, for instance, are 
down considerably. A Wurlitzer 1015 sold for $9,500 in February. 
Four months later, a 1015 in nearly identical condition fetched only 
$4,200. A Mills 5-cent Bursting Cherry slot machine went to the 
highest bidder of $1450 in February. In April, that same model sold 
for $975. 

Still, the news isn't all bad. In fact, there are sectors of the hobby 
that continue to thrive. Pinball remains a strong seller, and while 
there has been a small decline in the prices paid for some titles, over- 
all the games have been very consistent in their resale value. Replace- 
ment parts for jukes, pins and video games have also held steady (after 
all, what good is a machine if it’s not running?). 

Selling in today’s market isn’t a slam dunk, and the last thing you 
want to do is price yourself out of a potential sale by setting the open- 
ing bid on what you think or hope the item is worth. Many folks are 
sitting on eBay’s sidelines, and the ones that are still in the game will 
only pay what they can absolutely afford to spend. If your opening bid 
is too high, chances are you'll get lots of looks but no takers. Do your 
homework and check the completed auctions. It’s the best indicator 
of what you can expect your stuff to sell for. 

Sales might be in a slump right now, but if history is any indica- 
tion, these tough times won't last for long. Nobody expects things 
to change overnight, but once the financial turmoil eases and the 
economy turns the corner, people will start spending freely again. 

And as history has proven, they'll probably be looking for a beauti- 


tt Voisin 


ful juke and a great game of pinball. — 5c 


ball (Germany model) $4500 
t Guns N’ Rose pinball $4000 
9/Premier Chicago Cubs "Triple Play" 
all $2214 
Bros. Madame Zita Fortune Teller 
4,000 (congrats, Ken!-TF) 
\utomatic Pleasures book by Nic Costa $106 
Op On Location book by Dick Bueschel 


$138 
The Addams Family pinball used/stripped 
playfield $564 

Stern Iron Maiden pinball $1713 


PINBALL MACHINES 

Black Hole $920 

Ballyhoo (305 tabletop) $350 
Twilight Zone $4350 

Stern’s Indiana Jones $4295 
Wheel of Fortune $3350 

The Champion Pub $3199 
Atlantic City (bingo) $199 
Harbor Lights (woodrail) $910 
Star Trek TNG $2500 

Junkyard $2456 

Corvette $2100 

Buckaroo $1850 

Frank Thomas Big Hurt $1677 
Centaur $1500 

Popeye Saves the Earth $1400 
Black Knight $1325 

Tales from the Crypt $1275 
Dirty Harry $1202 

Fireball $1125 

Bally Skyscraper (1934) $1005 
The X-Files $1000 

Magic City $525 


¥ 


JUKEBOXES 

Wurlitzer 750 $4750 
.. Wurlitzer 800 $3856 
- Wurlitzer OMT (45s) $3750 


mount CD $719 


ARCADE VIDEO 
Cruisin’ World s/d $925 

Silver Strike Bowling $910 
Top Skater simulator $5600 
Carnevil $575 

Centipede $541 

OutRun u/r $535 

Turkey Hunting USA $415 

NFL Blitz 2000 $415 

Metal Slug 2 $275 

Rampage $255 

X-Men vs. Street Fighter $250. 
House of the Dead II u/r $1295 
Cyber Cycle Twin 5895 

Prop Cycle $510 

Ski Champ $499 

Gorf $325 

Die Hard $310 

Area 51 $500 

Pengo $200 

Golden Tee 2008 $2600 

Space Wars (Cinematronics) $1525 
Tempest $695 


SLOT MACHINES 

Watling Rol-A-Top 10¢ $3700 

Mills Castle Front 10€ $2357 

Bally 1090 EM $1 $463 

Mills Horsehead Bonus 106 $1877 

Mills Lion Head 5€ $2195 

Jennings Ciga-Rola console 5€ & 10€ $2247 
IGT Triple Diamond $699 


PAPER & PARTS 
Drop Coin Here by Ken & Fran Rubin book $79 
All About Pinball (hardcover) book by Steve Kirk 
$73 3 
Gottlieb Sys 1 & 80 coin door decals (4) $34 
Pinball! (hardcover) book by Roger Sharpe $128 - 
Data East Star Trek pinball playfield NOS $213 
Seeburg A jukebox parts machine $178 
Evel Knieval pinball flyer $18 


COIN OPERATED 
Skee Ball Too! 10-ft. $1026 
Spin To Win redemption $535 
Ghostbusters Kiddie Train Ride $445 
Alcohol Alert Breathalyzer$913 — 
7-ft. Valley Cougar pool tal 
Strike Master shuffle bowl 
Chicago Coin Ray Gun (Ray. L 
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OFFICIAL SCOREKEEPER FOR THE WORLD OF 
VIDEO GAMES AND PINBALL 


Steve Wiebe Attempts New Donkey Kong Record 


A: left is Twin Galaxies Poster #118, 

created by Caroline Hoose of Digital 

Visio 
Steve Wiebe tried again to make a new 


in Fairfield, Iowa. 


world record on Donkey Kong while playing 
in a live venue. Playing at the Twiistup 4 
event in the Viceroy Hotel in Santa Monica, 
Steve started at 8:30 PM on Thursday Night, 
July 17, and managed to get off only two 
games before finally calling it quits for the 
night. 

“Te was a very difficult environment to play 
in,’ reports Walter Day, one of two Twin 
Galaxies officials present at the scene. “He 
started late and the room became very hot 
and stuffy from the crowd as well as from the 
arcade games crowded into the small room. It 
would have been a small miracle for anyone 
to be able to focus well enough to break a 
world record on a video game. 
bulbs were constantly going off ev 


minutes, making it hard to see 

Steve got only 340,500 on the first attempt 
and 466,100 on the 2nd attempt. However, 
he has plans to try again in Texas later this 


year. 


Steve and his whole family came to the 


WlodajRogersfand\Wwalter,Day to Referee 


event, which proved to be the hottest ticket 


f kanga r War Day Tu Cancer Ghat EUG Steve Wico, Donkey Kong Contondar Todd Rogora, Deputy Chiat Referos 

in Los Angeles that weekend. Twiistup 4 : 
ue c c DU Twii V 

has proven itself to be one of the nation's | ELS fils Aa 


premiere social networking events for the 
internet, technology and entertainment 
industries. 

This is the third time that Steve has at- 
tempted the world record in a live venue 
(Austin, July 2007, Las Vegas, March 2008 
and now Santa Monica, California). Twin 


Galaxies looks forward to Round Four, 
ia cad Tei Founder 


which is planned for Texas later in the fall. 


RS EALES 
y LAN 


Get the latest official high scores anytime at: 


Caroline Hoose * Greg Hoose ^ Jonathan Hoose 
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This months challenge: Game designers always like to "leave their mark,” usually in the form 
of hidden surprises (commonly known as "Easter Eggs") My favorite game, Robotron: 2084, 
has a hidden credits screen. This month's question: how do you get to this screen? Email me at 
info@gameroommagazine.com — I'll pick a winner from the correct entries for a “grab bag" 
of game room goodies, including a GameRoom token, GameRoom T-shirt, and more! 


Congratulations to last month's 
winner, Mark Plotch, who cor- 
rectly identified the mystery item 
as a"modesty sticker,’ designed to 
cover up Elvira's cleavage on the 
Scared Stiff backglass for more 
family-oriented locations. 


Oh, and | need to publicly apolo- 
gize: due to an extremely dumb 
editorial goof in last month's issue, 
the wrong winner's name ap- 
peared: the correct winner of the 
"Ted Zale and the Zipper Flippers" 
contest was Mark Little. (Kevin Cur- 
tin, listed as the winner, was actual- 
ly the previous month's winner) My 
sincere apologies, Mark! (I'll make 
it up to you with an extra goodie or 
two in your prize package!) 


Thanks to Paula Radl for this month's cartoon! Got a puzzle, trivia question, or other game room 
amusement? Well, I'm buying! Send it in to info@gameroommagazine.com — and thanks! 


SABANI 


PAR U AS 
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GameRoom MarketPlace 


G'AMEROON 


100 Words 
For Just 


SUPER CHEAP ADS! $5 for 100 words! 
(*$1 for each additional 25 words) 

No charge for BOLDED words. 

Phone: (440) 372-0728 

Fax: (310) 893-6780 

GameRoom Magazine 

PO Box 33490 

North Royalton, OH 44133-0490 
Online: www.gameroommagazine.com 


Wanted to BUY : ROCKOLA ARMY NAVY PRE-WAR PINBALL 
1934, MUTOSCOPE KO CHAMP 1955 or MUTOSCOPE SILVER 
GLOVES 1948, GENCO MOTORAMA 1957, GENCO SPACE AGE 
1958, GENCO JET PILOT 1959, EVANS BAT-A-SCORE 1948, 
*UNITED STAR SLUGGER BASEBALL 1956, *GENCO CHAMPION 
BASEBALL 1955 or, GENCO QUARTERBACK 1957, *GENCO 2 
PLAYER BASKETBALL 1954, WILLIAMS MINI GOLF 1964, CHES- 
TER POLLARD PLAY FOOTBALL 1924-1926, CC MIDGET SKEE 
ALLEY 1949 or, EVANS SKI-BALL 1940 or, EVANS IN THE BARREL 
1940 or, GOTTLIEB SKI-BALL-ETTE 1940, any MANIKIN GAMES, 
*CC4 PLAYER DERBY (HORSE RACE GAME) 1952, BALLY SPACE 
FLIGHT 1969, any EM Arcade games from 505, 605, 705, SEE- 
BURG SHOOT THE BEAR 1947, KEENEY AIR RAIDER 1940, BALLY 
SPACE GUNNER 1958, ANY UPRIGHT SLOT MACHINE (Caille / 
Mills / ETC. ..), ANY MUTOSCOPE or similar viewer (non racy). 
Working or restored preferred, but will consider any condition. Would 
also entertain offers for any other older arcade pieces of any type 

you may have available. Single games or bulk purchases considered. 
Oddball stuff welcome too! Email: WORLDPC@AOL.COM. Phone 
570-357-0042 . (69) 


WWW.GAMESGALOREDE.COM PINBALL: Theatre of Magic $3495, 
Twilight Zone $3495, Pinball Magic $2895, Star Trek NG $2595, 

WC Soccer $1850, Demolition Man $1595, NBA Fastbreak $1750, 

No Good Gofers $2395, MN Football $1195, Dr. Dude $1250, Space 
Shuttle $895, Space Station $995, Stargate $1375, Millionaire $1050, 
Caveman $1195, Triple Strike $550. ARCADES: Golden Tee'05 TE 
$1995, Off-Road Thunder $895, World Series'99 $695, Ms. Pac-man 
$750, Galaxian $695, Neo Geo 2 slot $475, Street Fighter $495, 
Centipede $595, Pub Time Dart Game $350, Wacky Gator $550, & Mr. 
Doll. PROJECT PINS: SF 2 $575, Hollywood Heat $575, Genie $595, 
Sinbad $675, Checkpoint $650, Space Shuttle $595, Baby Pac-man 
$350, 12 $895, Haunted House $995, Black Hole $1050, Comet $675, 
Dungeons & Dragons $675, Party Animal $595, Time Warp $595, Stock 
Market $195, Ticker Tape $195,& Baywatch $1095. Project arcades: 
Big Strike Shuffle Alley $495, Surf Planet $295, Centipede $350, Rygar 
$150, Vanguard $150, Pop-a-ball $195, Coors Light Dart Game $195, 
Carrier Airwing $150, Blasted! $150, Hippodrome $150,& Buck Rogers 
$250. EMAIL: gamesgalorede@yahoo.com CALL: 302-290-1236 


ACTION PINBALL WAREHOUSE — 200-plus Pinballs in Stock! 
Pinballs, jukeboxes, Darts, Foosball Tables, Neon Lights, and more. We 
buy, sell, trade, and rent. 8290 N.E. Main Street, Suite 3, Fridley, MN 
55432, (763) 784-7279 www.pinballwarehouse.com (49) 
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Dalkito}fellowssubscribers: 
Getjbreaking{GameRoomtNews. 


Submitjfree 


Oo antl buy codl game room 
booksADVDsyandtmuch}more! 


The New GameRoom Weh Site is Coming 


Need Jukebox Parts? Contact Durfee Coin-op, The largest supplier of 
original jukebox parts. Parting out over 500 jukes from the 193055 thru 
the 805. Visit my site: Jukebox parts.com or email durfee@jukebox- 
parts.com or call 978 544 3800 M-Thurs 10-3 (EST). Fast service and 
shipping, all major credit cards accepted! 


Jukebox Needles, Cartridges, Belts & Keys. 
Needles4Jukeboxes.com offers the best selection of jukebox 
Needles, Cartridges, Drive Belts & Cabinet Keys. Easy to use online 
Shopping, Reasonable Prices & $1.99 Worldwide Shipping. PayPal and 
Credit Cards are welcome. (Ir) 


7 FREE ISSUES OF JUKEBOX COLLECTOR. This special offer of 7 free 
issues is so you can catch up quickly. | will send you February 2008, March 
2008, April 2008, May 2008, June 2008, July 2008 and August 2008 

-- for FREE! To accept this special offer, please do these two things - mail 
usa check for $36.00 for a 1 year subscription and include a copy of 

this offer so that we will know that we need to send you your (7) FREE 
missed issues. Jukebox Collector Magazine, PO Box 57561, Des Moines, 
1A 50317. (98) 


PLAY PINBALL IN CONNECTICUT! We have some of the best pinball 
machines to play or buy, including Stern’s Batman, Spiderman 
Black, Star Wars, Sopranos, WWF Royal Rumble, Monster 
Bash, Bram Stoker's Dracula, Jurassic Park, Simpsons, Attack 
from Mars, and so much more, including arcade games! Wolcott 
Video Outlet, 1796 Meriden Road, located in Wolcott CT since 1985. 
Easy access off l-84. Don't forget—all of our pinballs play like home- 
use-only machines! Stop by and help keep the pinball dream alive! 
(203) 879-3083 (Ir) 


WURLITZER 200 JUKE BOX. Complete/original with 45s. Serial num- 
ber 305698. TEXAS ~ Make offer! Email: askjim@meritcotx.com (98) 


COON HUNT LEGS---Gun Stand Leg Set $89.00--Cabinet Leg Set 
$129.00--One set of each $189.00--Quality Chromed Reproductions 
Buyer Pays Exact UPS Charge--No Packing Charge--email -packmanaf@ 
aol.com or call 201-522-0155 (128) 


For Sale: Arcade: Williams 505 Electric Crane $1500, Jukeboxes: 
Bing Crosby Jr $175, Ristaucrat Dance School model $400, Rowe (D100 
$600, Seeburg 100-G $1350, L100 $1000, BMS-1 $250, AY-160 $700, 
HSC #6000 $400, SPS-160 $400, STD-160 $400, SMC1 $750, Wurlitzer 
1650AF $950. Wallboxes: AMI W80 $225, NSM Consulette $150, 
Rowe WRA $75, Seeburg 3W1 $350, 3W100 $100, SC-1 $85, DEC $75. 


Slot Machine: 5 Cent Columbia $600, Pinball: Daval Odd Ball $300, 
Exhibits Vanities $450, Gottlieb Jet Spin $475 Video: Atari Tetris cocktail 
$450, Silk Worm $100, Megatouch bar top $100, Misc: 15’ American 
Shuffle Alley $450, Jennings Lollypop Scale $400. Lots more stuff for 
sale, visit Jukeboxparts.com to see it all. Durfee Coin-op the jukebox 
parts kingpin! 978 544 3800 M-Thurday 10-3 (EST) or email durfee@ 
jukeboxparts.com anytime! 


AUTOMOBILE LITERATURE WANTED: 1900-1975. Will purchase any 
transportation collectible for automobile, truck, bicycle, motorcycle, 
farm implement, train, plane, boat, etc., including sales brochures, 
catalogs, manuals, factory documents, old letters, autographs, 
posters, original artwork, models, toys, pedal cars, etc. Especially want 
anything involving racing, including trophies plus items mentioned 
above. Walter Miller, 6710 Brooklawn, Syracuse NY 13211. Phone: 
315-432-8282. Fax: 315-432-8256. e-mail: info@autolit.com (59) 


PIN SALE: Bow & Arrow, Team One, Jackpot, Dragon, Time Zone, Royal 
Flush, Big Hit, Close Encounters, + others. Call (905) 546-7056 Hamilton, 
Ontario (98) 


Your Ad Could Be Right Here! Visit GameRoomMagazine.com or 
call (440) 372-0728 to submit your Power Ad. Just $5 for 100 words, 
one of the cheapest advertising options available anywhere! This ad is 
just 45 words long — imagine what you could say with 100! 


MarketPlace Rates: $18 per full-color 1/16 page (3.667 x 1.25 inch) section. 
Combine as few or as many sections as you need, in whatever shape you want! 


Quantity Discounts Available. (440) 372-0728 or info@gameroommagazine.com 


Chee puso 
-We:C.O.D.,/15zDay Service 


Satisfaction Guaranteed - 


ILLINOIS ANTIQUE SLOT MACHINE COMPANY Love Pinball? 
Slot Machines Wanted Love the 8t 80 1? 


Frank Zygmunt 


(630) 985-2742 
Fax: 985-5151 
PO Box 542 
Westmont, IL 60559 


A Passion for Pinball and More... 
www.silverballpodcast.com 


Atways BUYING Coin-Op Paper 


If you have any quantity of schematics, manuals, flyers, photos, or any 
other kind of paper documentation on coin-op devices and games... 


[| want to hear from youl 


Also: 20,000 Flyers and Schematics for Sale! 


Mike Pacak 


2993 Lynn Road, Canfield Ohio 44406 
(330) 549-2596 MGPacak@aol.com 


Buy & Sell - Any Condition < Finder's Fee Paid < Paying Cash 


COLLECTOR 
MAGAZINE 


2545 S.E. 60th Court e Pleasant Hill, TA 50327-5049 


www.jukeboxmagazine.com 


If you're reading this ad, 
so are your customers 


— advertise in 


GameRoom Magazine 
today! 


* Jes Fast; Easy, and«Simple. - ^ 
< = (Too bad the rest of life isn't like that.) 
NG . di - N - ^o f 
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THE 


LAST WORD 


The "Verizon Effect" 


Creating GameRoom magazine is often a 


lonely experience: it's just me and the com- 


puter, frantically racing against the deadline 
to put together another issue, trying to make 
sure that everything is in the right place (and 
spelled correctly) before getting everything 
uploaded to the printer. Unlike the *big" 
magazines, I don't have a staff of 100 or more 
working here with me, editing copy, adjust- 
ing photographs, and ensuring that it all fits 
into the space allotted—aside from my store 
manager Jan Henshaw, there’s just me. Just 
one single, solitary person. 


Or so it would seem at first glance. 


You see, I sit here laying out a story... 
written by a GameRoom reader. I’m placing 
photographs... again, submitted by another 
subscriber. Suddenly, I realize that while I'm 
seemingly here all alone, I actually have a 
huge support group lurking just behind me, 
actively helping meto produce a magazine 
that would be impossible for just one man to 
create. 


I don't know if you've seen those recent 


Verizon ads, but you probably have: a 
solitary person confidently walks into some 
sort of difficult (cell phone-related) situa- 
tion, confident and unfazed by the possibil- 
ity of failure because they actually have this 
enormous support crew following them 
everywhere, ready to help at a moment’s 
notice. Well, I look at all of you as my “team” 
(only without the annoying “Can you hear 
me now?” guy.) 

You see, this is actually your magazine—I 
just work here. There’s no way I could be liv- 
ing all the remarkable stories you submit; the 
amazing game rooms, the ingenious repairs, 
creative artistic creations. Nor could I find 
the time to actually produce the magazine 
if I did. I’m just the guy who puts all of this 
great content into a magazine format so we 
can all share our stories with each other. 

People like Jimmy Rosen understood this 
setup: when he saw a lack of vintage gaming 
articles, he decided to do something about it: 
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bout his favor- 


he started submitting articl 
ite aspect of the hobby. Kevin Keinert began 
submitting repair articles. Rob Craig submit- 
ted pinball articles. And those submissions 
encouraged others to submit their stories, 
as well. Each submission added a new flavor 
to the magazine, making it a more rounded 
experience. 

I don't know if you've ever heard the 
story of “Stone Soup,” but I feel much like 


aced 


the main character in that story 
with nothing but an empty pot of water for 
dinner, she dropped a stone into the kettle. 
Others came by her fire, curious about what 
she was doing. She explained she was making 
"stone soup; and offered them some. They 
tasted it, and decided it needed something 
more—so they added whatever seasoning 

or food item they had that they felt would 
make it better. More and more people joined 


in, and soon they all had a delicious dinner 
in front of them, made up of all the small 


contributions each had made to the whole. 


I hope you've been enjoying my “stone 
soup"—it's become better and better with 
each addition, and I hope that it only contin- 
ues to grow. I've been spoiled by a wealth of 
article submissions already, and the foun- 
tain of new content has continued to flow 
steadily since I took over the magazine nearly 
three years ago. 

I thank you for that, sincerely—this 
magazine would be literally nothing without 
your contributions. (Oh, and I apologize if 
you've submitted an article that hasn't been 
published yet—an article backlog is the one 
downside to having so many great submitted 


artic! 
In the end, I suppose that this magazine 

is actually more like “The Verizon Effect” 

in reverse: there is actually this vast, great 

gathering of hobbyists, with one solitary man 

standing behind them off 


ring his support. 
And [Il do whatever I can to help the hobby 
and share your stories—we're a team, after 


all... GR 


N 


Pacific 
LM 


p. Naat? 


October 3-5 


Warin County Civic Center NA d P : LL Iro 
Exhibition Hall e San Rafael. CA “N = 


Fri 3* 10am-10pm Sat 4^ 10am-midnight < Sun 5^ 10am-8| 
Day: adults $25 | children $15 < Weekend: adults $45 | children $35 


For more information see our website: 


www.PacificPinball.org 


Special thanks to: 
Pinball Revival of Rovato 
www.PinballRevival.com 


É VT, 3 y 
"| Qver 300 games from past to present... Unlimited play 
SS 


VED D/A A aN Z A 
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Wheel Tof Éártune- 


EN | Call or Email “Pinball Jack” Right Now! 
y Guy | 
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Made with love’ by: 


<EIROMAG- 


Our goallis' to preserve classic video game magazines so that 
they are not lost permanently: 


People interested in helping outinany capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


